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YOU'RE BEING ATTACKED 
(HALF PIRANHA/HALF 


James, let’s face it. The 
biology student _ only good Pirawolf is a dead 
miele Pirawolf. 


You need to have balance. : 
A good air combat squadron of 
Vulturesharks, plus a battalion 
of Hyenadragons, and finally, 
Turtlelions for the amphibious 
fights. “Snakes and snails with 
scorpion tails.” These are what 
real men are made of. 
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These boys will punish 


anything. If the French 
had them, they wouldn’t 
have needed us in WWII. 


END OF STORY, BIZATCH! 


om: Let’s: just ‘say; 


MAJOR PAIN IN THE...;) 


A Tigebra is pretty wicked, or 
a Tiganzee. Haven’t tried a 
tiger and a rhino yet. 


My bet is it terminates with — 
extreme prejudice. I like that. | 
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nation’s worried. Between the United States, China and 


the Global Liberation Army, tensions run high. Their leaders 


profess no interest in escalating the situation, but words ring 
-hollow when satellite photos tell a different story. The issue is no _ 
longer “Will there be military conflict?” but, “Who will prevail?” 
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STEVE BAUMAN 


unknown than something 
familiar. Sequels, in theo- 
ry, cost less to market, as 


remaking history 


Beware of what you ask for, for you may receive it over and over again —_“ !icensed properties, 


because there’s a built in 

audience. But when you 

get overly concerned with 
building and maintaining franchises instead 
of innovating, you risk becoming greedy 


Note: I originally wrote this column in 1996. Using modern technolo- 
gy, I’ve remade it using more up-to-date analogies. 


With the rise of the Internet, digital copying, MP3s, and file sharing and overly conservative. A company might 
utilities, the death of the music industry is inevitable, so say the pun- stumble on a killer franchise, but rather 
dits. But there’s a long-held belief by some that, due to artistic stag- than funnel those profits into innovative 


new products, it can’t resist pumping out a 
half-baked sequel every year, like Eidos did 
with its yearly Tomb Raider. None of the 


nation and listener apathy, the industry actually died in the 1980s, 
and the only reason it still exists was the introduction of the CD, 
which made everyone finally replace his or her copy of “Led 


Zeppelin IV.” Now that everyone has replaced their old record collec- sequels offered anything new, and fans 
tion, they’ve stopped buying music. became apathetic. It will be interesting to 
The videogame industry essentially creates a new “CD” every few see what Take 2 does with Grand Theft 
years, in the form of a new console system or PC technology. Instead Auto. As popular as Vice City is, it still rep- 


dd ...1d really like to see what Craig Hubbard and the gang at 


Monolith can do from scratch again. I'd rather see them fail in 
spectacular Daikatana-like fashion than churn out “No One Lives 
Forever 5: Sequels are Forever.” And | don’t really want Blizzard to 


pump out a new Diablo, WarCraft, or StarCraft game—|I want to see 


18 


them create something totally new... FF 


of re-purchasing old favorites, the first things gamers ask for on the 
new platforms or to showcase the new technology are remakes and 
sequels. This line of thinking continuously baffles me. On the console 
side, why do people want to play Final Fantasy VII again, with better 
graphics, when Square could be working on some all-new role-play- 
ing type thing starring spiky-haired children saving the world? 

While many people want someone like Sid Meier to remake a past 
glory like Pirates—and that’s an appealing prospect, no question, and 
one we covered in our December issue—consider that if he busied 
himself with constantly remaking his older games there may never 
have been a Pirates in the first place. Instead, we might be looking at 
a 2003 release of “Super Floyd of the Jungle Sunshine.” Gamers have 
to constantly ask themselves whether they want Civilization IV or 
“Sid Meier’s All-new Strategy or Role-playing Game?” 

As much as I want to see more adventures with Cate Archer, I’d real- 
ly like to see what Craig Hubbard and the gang at Monolith can do from 
scratch again. I’d rather see them fail in spectacular Daikatana-like fash- 
ion than churn out “No One Lives Forever 5: Sequels are Forever.” And 
I don’t really want Blizzard to pump out a new Diablo, WarCraft, or 
StarCraft game—I want to see them create something totally new, not 
just take those existing franchises and throw them into a new genre like 
its doing with World of WarCraft and StarCraft: Ghost. 

You can’t overstate the importance of franchises to game compa- 
nies. They spend a fortune making sure you know their game exists, 
and it costs considerably more to let you know about something 
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resents a “more of the same” approach. 

Despite an economy that sputtered 
through some tough times, all signs point to 
a banner 2002 for the industry, as game 
sales are up even when PC sales are down. 
With all of that apparent success, how do 
you judge the health of a creative industry 
that relies almost entirely on remakes and 
sequels for the majority of its success? Will 
people finally reach a point where the gen- 
eral allure of sequels and remakes diminish, 
and at that point, does an industry unable to 
think outside the box and produce genuine- 
ly interesting and innovative products die? 

While that scenario is unlikely, I don’t 
want to keep revisiting the same charac- 
ters and worlds over-and-over again with a 
new coat of paint. I want to see as many 
new and interesting characters and worlds 
as possible, and I wish more people felt 
the same way. 

Despite this, I’m still finding myself 
anticipating next year’s sequel to Duke 
Nukem 3D! [Oops, left that part in from 
the 1996 version, sorry. —ed] e 
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Eidos game sparks controversy with Sikh Coalition 


Over content in Hitman 2 


by Andrew S. Bub 


Given its dark and violent subject matter, Eidos 
Interactive’s Hitman 2: Silent Assassin was sure to 
generate some controversy, but its content prompted 
an outcry from an unlikely source. The Sikh Coalition, 
an organization representing Sikhism, which its web- 
site (www.sikhcoalition.org) 
claims is the world’s fifth largest 
religion, worldwide, sent a peti- 
tion to Eidos citing several prob- 
lems with the game, stemming 
from a handful missions depicting 
a terrorist cult in Northern India. 
Coalition members objected to the 
portrayal of turbaned Sikhs as ter- 
rorists and villains, the misrepre- 
sentation of Dalits as “untouch- 
ables,” and the use of a location 
reminiscent of the sacred Golden 
Temple (the Harimander Sahib), a 
holy place roughly on par with the Vatican or Mecca, 
as the site of violence and the lair of a terrorist cult. 
They also claim the game encourages hatred of Sikhs 
and other minorities and that, as a “sniper-game,” it is 
socially irresponsible. 

The petition bore the signatures of 36 Sikh organiza- 
tions worldwide, Amnesty International, Human Rights 
Watch, and several organizations representing major 
world religions. It asked Eidos to apologize to the 
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[top left] The inclusion of a temple the Sikh Coalition claims is 
“obviously” based on the sacred Golden Temple, is at the 
center of the controversy and this screenshot. >>> [above] 
Shootouts are common in the game, but this portrayal, the 
Sikhs feel, is offensive. >>> [below] Our hero gets clothes from 
a Sikh; as he can earlier in the game from Italian, Russian, 
and a Japanese bad guys. 


world’s Sikhs and Dalits, remove all offensive content 
from the Hitman 2 website, remove the objectionable 
missions from the game itself, and recall all copies of the 
game from store shelves. 

Eidos contended that nowhere in the cited missions is 
the term Sikh used or written, but an excerpt from the 
game’s mission briefing cited in the petition begs to dif- 
fer. It says, in part: “[The mission takes place near a...] 
magnificent, ancient gurdwara (Sikh temple)....”, and 
refers to a Sikh uprising in this region in the mid 80s 
suppressed by government issued troops. Since the 
Indian army quelled an uprising at the Harimander Sahib 
in 1984, the Coalition says it’s plain that the structure 
used in this mission is based on its temple. The Sikh 
Coalition points out that the Harimander Sahib (the 
Golden Temple) in Amritsar is a “holy place where peo- 
ple of all faiths can come and worship together,” not a 
place of violence and bloodshed. The Coalition also notes 
that even if the temple is not the Golden Temple, it is 


still offensive to portray violence in such a sacred place. 

According to the petition, Sikhs are identifiable by 
their turbans, and suffer discrimination in their native 
Punjab region of India and worldwide, and they’ve seen 
an increase in discrimination and hate-crimes since the 
9/11 terrorist attacks. They fear this game will fan the 
flames. They say that Dalits aren’t Sikhs, but are an off- 
shoot of Hinduism. Regarding Dalits, they object specifi- 
cally to the following characterization from the game’s 
briefing, which refers to the mission’s villain: “Zip 
Master Deewana Ji is the self-proclaimed satguru of a 
cult called Samhara Dharma... [His followers] comprise 
a strange blend of dalits (the lowest Hindu caste, a.k.a 
untouchables), thugz, and top-trained computer engi- 
neers.” The Sikhs reject the Indian caste system, where 
“untouchables” refers to the lowest caste, and claim that 
this characterization of Dalits in this way is a direct 
insult to over 200 million Indians. 

Eidos initially responded by removing some website 
content on October 26. But the petition only gained 
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No One Respawns Infinitely 

Sierra launched a new patch for Vo One Lives Forever 2: A 
Spy in H.A.R.M.’s Way, which includes support for multiplayer 
deathmatching, and is accompanied by the release of nine 
deathmatch maps. 


Codemasters to Publish WWILRTS 
Codemasters announced that it has acquired the worldwide 
publishing rights to the as yet unnamed “World War Il: RTS,” 
which is under development by 1C (/L-2 Sturmovik). 


iEnt is an Activision Valve 
Activision Value will be the exclusive publisher of three 
iEntertainment Network games: Dawn of Aces II, Air Combat, 
and Armored Assault. 


Free Interactive Fiction 

The winners of the 8th Annual Interactive Fiction 
Competition were announced. The top three games are 
Another Earth, Another Sky, Till Death Makes a Monk-Fish 
Out of Me!, and Photograph. You can download the winning 
games at www. ifcomp.org. 


NASCAR 2003, in 2003 

Sierra announced that it is releasing NASCAR Racing 2003 
Season in February 2003. The company expects this version 
to offer improvements over previous installments in the 
series, including fancier graphics. The game is under devel- 
opment by Papyrus Racing Games and will be the final 
NASCAR game from the company. News courtesy of 
Frictionless Insight (www. frictionlessinsight.com) @ 


momentum from there, with eBay and Buy.com promis- 
ing to stop selling the game, and minor US politicians 
publicly endorsing a ban. On November 7, Eidos 
promised to amend all future versions of the game, 
including the coming GameCube version. They also 
released the following statement: “Eidos and IO 
Interactive would like to stress that no offense was 
intended but would like to apologize to the Sikh com- 
munity and other persons for any offense taken.” A day 
later, the Sikh coalition ended its petition and ceased all 
mail and email campaigns against Eidos. 

Developer IO Interactive could not be reached for 
comment, but a spokesperson for Eidos confirmed that 
current store copies would not be recalled, saying 
instead that “all future versions [of Hitman 2] will have 
the level pulled, not just the GameCube version,” and 
suggesting that new editions might bear a sticker 
regarding the controversy. She did not comment on 
whether or not new content will replace the removed 
level and missions. @ 
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Grand Theft Auto, Literally 


19-year old claims hit game inspired crime spree 


by Steve Bauman 


A 19-year old 
videogame fan told 
authorities that Grand 
Theft Auto III inspired 
him to steal about 100 
vehicles, the 
Associated Press 
reported. Micah 
Zoerner, of Somers, 
Wisconsin was report- 
edly arrested when 
officers found him breaking into vehicles at an apartment 
complex. He was in possession of a car reported stolen 
from the same complex a week 
earlier. People in Wisconsin 
breathed a collective sight of 
relief that he wasn’t on a “Kill 
Frenzy” nor was “inspired” by 
Soldier of Fortune, developed by 
the state’s home-state developer 
heroes Raven Software. 

In other news, women 
throughout the country were 
“inspired” by BMX XXX to ride 
their bicycles topless, and North 
Korea was “inspired” by 
Civilization III to complete its 
nuclear program. @ 


Across the nation, the popularity of Vice City 
has inspired people to wear more pastels. 
The fashion police are on high alert to stop 
this awful trend. 
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New Horizons 
Baldur's Gate: Dark Alliance 
Xbox, PlayStation 2 


Baldur's Gate hits the consoles in the 
form of Dark Alliance. For fans of the 
PC series it may not look like much at 
first glance, but it’s a surprisingly 
entertaining, albeit short, action-orient- 
ed role-playing game, like Gauntlet 
with a Dungeons & Dragons rules 
mod. Unlike the PC games, you 
choose from fixed character types at 
the start; fortunately, the human 
archer, dwarven fighter, and elven sorceress (losing your clothes as the elf maiden leaves the bare mini- 
mum of lingerie to prevent lawsuits) are all decent enough, as is the 100% hack n’ slash gameplay. While 
definitely not Shadows of Amn II, it's still really fun, and that’s what's important —/an Lowe 


Coffee Table Gaming 
1000 Game Heroes 
Taschen [www.taschen.com], $39.99 


If you're looking for some sort of external, mainstream 
validation of the artistry in your favorite games, look 
no further than Taschen’s beautiful book Game 
Heroes. A large format book, it arranges its artwork in 
large categories like “Sexy Heroes” and “Videogame 
Legends.” Bill Roper of Blizzard Entertainment, Peter 
Molyneux, and Nintendo’s own master of Mario, 
Shigeru Miyamoto contribute some of the introduction 
pieces for each section, but the real stars are the 
artists and the amazing work they produce. Much of 
the artwork is stunning, especially as reproduced with 
Taschen’s exquisite production values (the publisher 
has similarly-styled books that range in topic from 
architecture to erotica). Best of all, you can leave this 
on your coffee table to impress your snobby non- 
gamer friends. 


TASCHEN 


The Ins and Outs of Gaming 

your game playt your PEt Hotrods 

The Extreme Gamer's PC by Loyd Case 
McGraw-Hill/Osborne [www.osborne.com], $19.99 


Loyd Case has been writing about gaming hardware for 
what seems like forever, first as a freelance journalist for 
pubs like PC Magazine, Computer Gaming World, and 
Computer Shopper, and now as one of the knowledge- 
able editors at ExtremeTech (www.extremtech.com). His 
expertise comes through in this tome that explains every 
facet of a gamer’s PC, but this isn’t a reference book for 
hardware junkies. This is step-by-step guided tour for 
people who are comfortable with a PC but have never 
swapped out a motherboard. It’s clear, detailed, and can 


t.wangel 


— show you all the basics you need to know about PC 
hardware that's relevant to gaming. 
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SPOTLIGHT f he 
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THE SIMS UNLEASHED 
Electronic Arts 
Not Rated 


EVERQUEST: PLANES OF 
POWER 

Sony 

Rating **&&*; 


ROLLERCOASTER TYCOON 2 
Infogrames 
Rating & &*& 2 


THE SIMS DELUXE 
- Electronic Arts 
Not Rated 


UNREAL TOURNAMENT 2003 
Infogrames 
Rating * *& 


SPONGE BOB SQUARE 
PANTS 

THO 

Not Rated 


ROLLERCOASTER TYCOON 
Infogrames 
Rating kkk *& 2 


WARCRAFT Ill: REIGN OF 
CHAOS 

Vivendi Universal 

Rating k*& we *& 


BATTLEFIELD 1942 
Electronic Arts 
Rating % kl 


HITMAN 2: SILENT ASSASSIN 
Eidos 
Rating %& oe oe ke 1/2 


11. The Sims Vacation; 12. Mall Tycoon; 13. Ag 

of Mythology; 14. Moto Racer 3; 15. Medal of 
Honor: Allied Assault; 16. Zoo Tycoon Marine 
Mania; 17. The Sims Hot Date; 18. Backyard 
Hockey; 19. Harry Potter & The Sorcerer's Stone; 
20. Zoo Tycoon 


October 2062. Source: NPDTechworld 
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| [right] Can you say 
| “impaled?” | Knew 
| you could. >>> 


[below] NeBan, your 


| friendly navigator. 


A few short months before unleashing it on the 
public, Legend Entertainment and Epic Games 
went open kimono with their long-awaited 
sequel, Unreal II: The Awakening. They gave an immense roomful of 
people six hours to have their way with it, with all levels and 
weapons available, holding back only the dramatic conclusion. 
Dozens of wild-eyed, headphone-ensconced players sat there hour 
after hour, some refusing to break for lunch. 


First-person shooter or Actor’s Studio candidate? 
A hands-on report with Unreal II 


by Cindy Yans 


The game’s story unfolds via 
before-mission briefings, cut 
scenes, in-game dialog with non- 
player characters (mainly your 
crew), combat, special encounters, 
scripted events, and goal achieve- 
ment in the missions themselves. 
You are Marshall John Dalton, 
who says in the opening of the 
game, “I’m mighty tired of babysit- 
ting the ass-end of nowhere.” After 
a distress call, your starship 
Atlantis takes you to a colony where 
ex-Military deserters have taken 
hostages. After you resolve the hostage situation, you learn that the 
deserters were from a military unit that saw heavy casualties in a bat- 
tle with some previously unidentified aliens. 

The source of the conflict seems centered around some ancient and 
powerful alien artifacts. As you recover them one by one, your ship’s 


| The Skaarj come in many colors 
and patterns. And they're ugly, too. 
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technician Isaak figures 
out how to make them 
useful in combat situa- 
tions. The one thing 
Legend didn’t discuss, 
taking a “you’ll just 
have to wait until you 
see the ending” stance, 
is how the game’s subti- 
tle, The Awakening, 
relates to the story. 
What is evident, 
though, is how well 
defined the characters 
are. It’s probable that 
very few Broadway 
directors have given 
their actors as much 
out-of-dialogue backsto- 
ry and motivation as 
Legend studio head Bob 
Bates has provided for 
his. And when the 
sound wasn’t buggy, most of the voice act- 
ing was spot on. 

The largest debate at this event was 
between two very opinionated factions: 
those who believe that the very detailed 
storyline and character development will be 
central to the game experience, and those 
who believe that for Unreal fans, no matter 
how engrossing the story, it’s going to be 
all about the guns. 

And what nifty guns they are, each with 
at least two attack modes. For the first time 
ever, the designers got to see how hands-on 
neophytes to Unreal IJ would take to the 
weaponry. Some standouts are the rocket 
launcher, which, after Isaak upgrades it, 
allows you to “tag” targets, and then when 
you discharge it into the air, it hits what 
you have tagged; the Spider Gun which 
shoots a bunch of spiders that either latch 
onto your opponent, or provide a “spider 
trap” that triggers when the enemy is near 
and releases the critters on your behalf; a 
grenade launcher that holds six different 
types of grenades—basic, toxic, incendiary, 
concussive, toxic, EMP, and smoke; and 
the Takkra, which releases electrical orbs 
that can either attack your enemy or 
defend you. 

You can build and place turrets; in fact, 
you almost certainly must use them. They 
detect enemies in a 45-degree area directly 
in front of them, and you’ll find that the 
baddies use plenty of them. Keeping your- 
self out of range while still attempting to 
reach your goal is quite a challenge. 
Another creation that you will either build 


STAR CONTROL 3 


HI TLTTTTT 


HIITTTTHTT 


MANY ADVENTURES 


Legend Entertainment's path from wacky 
sorcerers to serious artillery 


Spelicasting 101: 

Sorcerers Get all the Girls (1990) 

Steve Meretzky’s leap from Leather Goddesses of 
Phobos. You are sorcerer student Ernie Eaglebeak and 
to win, you need to, er, get all the girls. 


Timequest (1991) 

This game by Bob Bates was deemed extremely diffi- 
cult by most folks who tried to finish it and couldn't. 
Your job is to restore the time-space continuum. 


Frederik Pohl’s Gateway (1992) 

Based on Pohl’s book of the same name, this game 
sends you scuttling after clues about the alien 
Heechee race as you search out their lost civilization 
and artifacts. 


Eric the Unready (1993) 

Here is one of Legend's most humorous titles. Tritely 
enough, you are a knight that needs to save 

a princess. But the delight is all in the dialogue and puz- 
zles. Legend also released Companions of Xanth that year. 


Superhero League of Hoboken (1994) 

In another Meretzky classic, you, Tropical Oilman, 
Robomop, Captain Excitement, and more save 
mankind from Dr. Entropy. 1994 also saw the release 
of Mission Critical, where you had several hours to 
investigate a mysterious artifact and save mankind. 


Shannara (1995) 

A rather early and somewhat kluged attempt at a 
role-playing/adventure hybrid based on the fantasy 
novels of Terry Brooks. 


Star Control 3 (1996) 

This is third in a series published by Accolade that took 
adventure, action, and strategy and blended them, well, 
actually didn't blend them very well in a space explo- 
ration shooter. 


The Wheel of Time (1998) 

This action-strategy game was developed concurrently 
with Unreal's first mission pack, Return to Na Pali 
(which was released in the same year) and was the 
first full game of Legend's that used the Unreal Engine. 


Callahan's Crosstime Saloon (1997) 

Spider Robinson’s book comes to life in this intricate 
approach to a comedy adventure in which you interact 
with some very peculiar bar patrons and live their 
twisted adventures. Also released that year: John 
Saul’s Blackstone Chronicles, a horror-adventure about 
the goings-on in a recently opened museum that was, 
in the past, a mental institution. 


or defend against is the force field, which 
you assemble (Lego-like) as a wall, barrier, 
enclosure... whatever works. And they 
appear as neon-filled as if they were star- 
ring on the Vegas strip. 

The levels come in many boldly colored 
varieties, and screenshots don’t really do 
them justice. At this point, the most prob- 
lematic moments seem to be some overly- 
static “traveling-from-here-to-there” footage, 
and some truly interminable load times. 
You could see the developers sweating this 
one out, and they made no promises. The 
demo machines were 2.4GHz Pentium 4s 
with 512MB of RAM and GeForce 4 
Ti4600s—what might happen when run- 
ning on the nominally required configura- 
tion is anybody’s guess. 

Though it’s been in production for well 
over three years, the developers, to the cha- 
grin of many, have abandoned its multi- 
player component. They sidestepped the 
“why” a bit because there really isn’t any 
enlightening explanation for them; they 
indicated that improving the game (fea- 
tures, graphics, technology, story) simply 
added to development time. 

Still, if you have a machine that can run 
Unreal II, and can forgive the developers 
over the lack of multiplayer, it’s hard to 
imagine being disappointed with its combi- 
nation of cutting edge technology, nifty 
weaponry, and detailed story. @ 


Sky and terrain effects are really spectacular. 
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Final 
Frontiers 


The epic Freelancer saga nears 
its conclusion 


by Steve Bauman 


Yes, Freelancer has had a long and trou- 
bled development. Digital Anvil founder and 
Wing Commander creator Chris Roberts 
started to talk about the game over five 
years ago. It was formally unveiled to the 
press in 1998. During the next four years, 
it’s survived major staff upheavals to 
become one of those “perennial trade show 
favorite” kinds of games, like Duke Nukem 
Forever... in Space. As it nears the end of its 
long development—it’s scheduled for release 
in March of 2003 and it’s reasonable to 
think it'll meet that date—it’s become some- 
thing of a curiosity. Can it possibly live up 
to the hype generated for and about it by the 
press? Will it resurrect the near-dormant 
space combat simulation genre, and is that 
too much to ask for any game? 

While judging the balance of this com- 
plex game is impossible at this point, it’s 
clearly an old-fashioned epic space com- 
bat/role-playing hybrid. Its opening cine- 
matic is the only pre-rendered cutscene in 
the game—the rest are generated in-engine, 
and the protracted development shows how 
quickly technology evolves—what dazzled 
three years ago now looks merely competi- 
tive. The game’s basic setup is that 800 
years have passed since the war between 
the Alliance and Coalition, detailed in 
Starlancer. During that confrontation, five 
Alliance ships took a portion of the popula- 
tion to new sectors of space, where it’s now 
fragmented into five houses: Bretonia, 
Liberty, Rheinland, Kusari, and Hispania. 

These five houses are part of a dynamic 
universe that’s one of the big draws of 
Freelancer. “We want to convey the whole 
idea that the world doesn’t revolve around 
[the player],” says Phil Wattenbarger, the 
game’s designer since the beginning and as 
well as its program manager. “You can go 
anywhere [in the game], but people will 
want to play the story, as it draws you 


The ships retain a distinctive design that’s less WwWII- 
inspired than Starlancer. >>> Unlike most space games, 
Freelancer is actually quite colorful. 
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Mouse Flight 


Press --- to return to normal View. 


You can access all of the menus at the top and bottom of the screen via click-and-drag is accessible by pressing the spacebar. The A and D 
the mouse during combat. All pop up with more Information and more keys are used to strafe, W and S are forward thrust and slow down. 


CVs ve 


options, though keyboard shortcuts are available for many as well. 
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through the universe.” 

When you travel from house-to-house or 
base-to-base, there are ships engaging each 
other and radio chatter that gives the 
appearance that “stuff is happening.” 
There are a dozen or so core missions that 
make up a main plot, which Wattenbarger 
says offers over 20 hours of gameplay but 
only covers maybe 60% of the total game. 
You can also take any number of randomly 
generated missions. The game rates each 
for difficulty, which roughly correlates to 
the level of your character. It also gener- 
ates dynamic conversations based on the 
reputation you’ve earned through being a 
good or bad guy on the same missions. In 
some cases, you'll get a lot of info from 
“friends,” while in extreme cases people 
will ignore you or even refuse to let you 
land at certain bases because they consider 
you an enemy. 

There’s little question that Freelancer fea- 
tures a unique control scheme. “From day 
one, we wanted to make it as accessible as 
possible” explains Wattenbarger. To accom- 
plish this, Digital Anvil threw out the joy- 
stick as the primary controller, replacing it 
with a combination of first-person shooter 
WSAD key movement and Diablo-style 
pointing-and-clicking. You left-click and 
drag the mouse in the main display to 
move and select targets and various menus, 
and right-click to fire. A different move- 
ment scheme that doesn’t require you to 
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Though you can move up and down, think of the combat as occur- 
ring mostly on a 2D plane. There is physics modeling, and 
Wattenbarger demonstrated a more advanced move where he killed 
his engines to go into a drift, turned his ship around, and fired while 
moving away from the enemy ship. You can set waypoints and have 
the ship autopilot, freeing you for targeting bad guys, but they have 
removed an even simpler mouse-based control system, one where you 
selected pre-determined defensive and offensive moves. “It made it 
too easy,” says Wattenbarger. 

For those experienced with flight games, the control scheme takes 
a bit of getting used to. There’s a lot of visual noise to deal with in 
combat, which makes the idea of pointing-and-clicking targets diffi- 
cult. However, Digital Anvil is adding multiple ways to select targets, 
from clicking in the “the guy’s in this direction” arrows on the edge 
of the screens to simply selecting it from a list of ships within range. 
In the end, flying with the mouse feels remarkably like flying with a 
joystick. Minus the joystick part. 

Despite the long development, Wattenbarger says the only change 
they’ve made to the original design is to scale back its massively mul- 
tiplayer elements, aside from obvious gameplay tweaks and balances. 
“We though it’d be more compelling for us to focus on single-player,” 
he says. That’s not to say it’s not an important part of the game. The 
multiplayer, which was up-and-running, in testing, and demonstrable 
at press time, lets anywhere from 10-16 players (or more depending 
on the server and bandwidth) explore the universe, mostly co-opera- 
tively. The server stores persistent world and character data, so think 
of it as a minorly-multiplayer game. 

But it’s still an epic, one that Wattenbaerger says took so long to 
develop in part because they were innovating, and that takes time. 
When asked if he has any concerns about whether the long develop- 
ment has raised expectations, he says no. “We feel like we’re making 
a great game here,” he says. “It will speak for itself.” @ 
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Isn’t real-time strategy all about who can click the fastest? Is it your 
multiplayer opponent, the AI’s virtual mouse, or you? Empire Interactive 
hopes to change that in its Warrior Kings sequel, Warrior Kings: Battles, 
which is due in the spring of 2003. It has all of the elements you expect 
to see in a real-time strategy game: a campaign game, growing popula- 
tions and economy, various unit types, diplomacy, civilization upgrades, 


Brains Before Brawn 
Building a billion units might not help you 


in the latest version of Warrior Kings 
by Cindy Yans 


[clockwise from top left]That’s Ent-ertainment. >>> A DOOM 3-looking 
Behemoth has hammers for hands, and the Spearmen are toast. 
>>> Guerillas in the mist. >>> Michael the Archangel meets 

Abbadon. This could get ugly. 


play actually remains an art. 
The campaign game takes place 100 
years after Warrior Kings in the land of 


and various multiplay- 
er modes, but it seems 
to take a more 
thoughtful, less frantic 
approach to the art of 
gameplay—attempting 
to ensure that game- 


Orbis. Instead of using its predecessor’s plot-based approach, it provides 
a cerebrally strategic path in an almost Civilization-like empire expan- 
sion, tasking you with conquering over 20 territories resulting in your 


capture of Telegmagna, the seat of the Empire. 


Looking at an early version of the game, it at first glance appears very 
similar to its forerunner in its graphical style, the significance of its ter- 
rain during battle, and its combined arms theory. The game also revisits 
the culture-blending of the Imperials (the religious right), the Pagans (the 
religious left), and the Renaissance group (the not-so-religious techno- 


geeks). Some of the units are spectacular, from the summoned Imperial, 
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Michael the Archangel and his nemesis the 
Pagan Abaddon, to suicide bombers who 
shout things like, “Goodbye cruel world!” 
and explode. There are also sultry succubi 
with deep cleavage who spread heresy and 
must be burned, as well as Gibbering 
Demons, who eat everything in sight and 
have the ability to multiply like Tribbles. 
The developers are trying to ensure that 
tactics will outdo speed, and that a superior 
commander is more important than a huge 
army. “With WarCraft and StarCraft and 
those types of games,” says David Bailey, 


managing director of 
developer Black 
Cactus. "It’s just a 
bloody frantic ‘click 
click click click 
click.’” He pauses. 
“I’m too old for 
that.” Besides, uber- 
play would ruin the 
visual spectacle. 
There’s so much 
going on at all 
times, with peasants 
harvesting amber 
waves of wheat for God, maypole dancing 
(think Stronghold, only these maypoles are 
the roots of demon worship), training 
dummy pummeling, and, of course, forma- 
tions, which need to be particularly strate- 
gic, not only in their relative positions but in 
their orientation as well. 

“It’s about making you care enough about 
the world to want to defend it,” explains 
Bailey. “But mostly, it’s all about the battles.” e 
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Big Monster, Little Budget 


They Came from Hollywood drags you, screaming, 


into the petrifying world of B-movies 
by Cindy Yans 


There are a lot of wacky business names out there, but you just 
have to give extra credit to a company that calls itself Octopus Motor. 
This independent group of depraved individuals (of which there are 
two) is working on They Came from Hollywood, a real-time strategy- 


= = ezoserat ine tsaeng 


And the Detroit Spiders win the pennant! 


offers a bit more of a sandbox environment than players might be used 
to. Instead of facing a linear campaign, you’ll be able to play casual 

scenarios in which you’ll choose a character and a city, and set various 
options enabling you to play a “mission” that lasts about an hour or so. 
Since there is no grand story arc, each scenario plays out as its own lit- 
tle story. When you’ve exhausted the situation, you can play again 

using a different monster, or a different city, or even just try a different 
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action game that 
stuffs you, like 
ground sausage, into 
the skin of a giant B- 
movie monster. You 
can ravage anything: 
cities, cars, buildings, 
newsstands, fire 
hydrants, poles, 
Turks, Latvians—all 
destructible, tossable, 
and collapsible— 
while military per- 
sonnel with terrible 
lip-syne attempt to 
deter you. 

Inspired by the 
works of Harold 
Haxton’s “big mon- 
ster, little budget” 
movies such as 
Newtrino: The Atomic 
Newt and Newtrino vs. 
Etcetera, the game 


[left to right] Ants attack the Legion of Honor. 
Send more sugar. >>> Big trouble at the 
Palace of Fine Arts. 


strategy and see how the story unfolds dif- 
ferently. “Each game session isn’t necessari- 
ly about ‘winning’ but more seeing how it 
plays out,” explains designer Lars Norpchen. 
“Additionally, as we add expansion cities 
and monsters, the combinations available 
will grow much larger.” 

Currently they are working on various 
time periods such as the 1920s, WWII era, 
and Jet Age, but they believe that the game 
will initially be set in modern times, with 
the other areas available later as expansion 
packs. “We probably won’t have the time to 
implement all the eras and still get it out for 
this Spring,” says co-designer, Sparky. “Eras 
will change the look of the city, the tiny 
people and cars, and the weapons and mili- 
tary strategy used. For example, you could 
play as the Giant Mantis in WWIl-era San 
Francisco, taking on P51 Mustangs and 
Sherman tanks and snacking on Packards...’ 

It Came From Hollywood will have con- 
text-sensitive music, a nostalgic “black and 
white mode,” and a random name genera- 
tor that uses U.S. Census data to uniquely 
name all the tiny human victims. (You can 
edit the data to include any identity you 
like though... with world leaders as fair 
game.) And while it initially seemed like a 
joke, they are really supporting the PC 
Dance Pad, with a simplified interface and 
focus on action elements as you jump, 
stomp, kick and smash the mat. “It will 
also make you look really, really silly,” 
notes Sparky. And why not? If neither 
Octopus Motor, Haxton, nor Ed Wood were 
afraid of that, “silly” might just have 
become obsolete by now. e 
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Note the enhanced high- 
lights and shadows provided 


by 3D support. 


Nouveau Retro 


Harbinger proves that Diablo 


clones are not necessarily dead 
by Cindy Yans 


While it may have been flattering a few 
years ago to be compared to Diablo, today 
that comparison generally shouts “retro.” 
However, unless you’re a very new gamer, 
Harbinger makes the former title spring to 
mind—which is not necessarily a bad thing. 
The game is developer Silverback’s debut 
product, and will be published by 
Dreamcatcher late in January 2003. 

A species of marauders known as the 
Vantir has taken over the ship called 


Harbinger—formerly a modest survey vessel, but 
now an immense craft of planetary dimensions. You 
are caught in a power struggle between the dark 


[left to right] Yes, that little guy in the middle is really you. >>> While 
this is not a click-fest, sometimes the action can get quite fierce. 


Overlord and his rivals, and are part of an under- 
ground society that manages to remain hidden in a 
vessel as vast as this one. 

You play as one of three characters, the Human, the 
Gladiator, or the Culibine. Each of them has different 
strengths and abilities, and one of the keys to the game’s 
success definitely needs to be excellent replayability. The 
Human plays at stealth and hand-to-hand combat, the 
Gladiator is a mechanical cyborg with a number of inter- 
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esting range attack weapons including a remote mortar camera, and the 
Culibine, in some kind of triceratops headpiece, is a master of sending out 
destructive streams of various types of energy. It feels very much like 
you're playing a 
Warrior, an Archer, 
and a Sorceress, 
respectively. They do 
play very differently, 
though, and take dif- 
ferent paths through 
the story arc. 

The pre-release 
version used for this 
article had non-play- 
er characters interact- 
ing via speech bub- 
bles, a more interest- 
ing stylistic choice 
than a pre-defined 
text display area. It works quite well, and the story develops quickly, 
grabbing you at the get-go. This is not a click fest, and although com- 
bat is click-driven, the pace varies. A 2D isometric view gives you 
that Diablo feeling once again, but the rendering does take advantage 
of 3D acceleration to enhance the characters and provide particle 
effects, ending up with a fairly good level of detail, though the avatars 
are awfully tiny. 

If the story and variety in character development hold true through- 


out, even 3D techno-whores might settle back and enjoy what may not 
feel innovative, but what may still feel satisfying. Even nowadays. e 


Make great money in one of the fastest-growing industries! 
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PC Problems? No Problem. 


There’s nothing worse than paying someone 
to do a job you could have done yourself. Computer 
repairs can cost hundreds of dollars and leave you 
without your PC for days, even weeks, at a time. 
Now you can learn PC Repair at home in your spare 
time, prepare for A+® Certification, and be ready to 
handle any problems that come your way. You can 
even start a new career and make great money 
as a PC Repair technician! Over 172,000 new jobs are 
projected to open for PC Repair specialists by 2010.” 
One of these jobs can be yours...if you have 
the right skills. 
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Get the Best Training in the Business 


Nationally accredited Education Direct, the world’s 
leader in distance education for over 110 years, 
can prepare you for a profitable, successful career 
as a PC Repair technician. You study when and where 
it’s convenient for you. All your learning materials, 
including the latest software, in-depth textbooks, 
and specialized equipment, are sent right to your 
door and are yours to keep and use in your new career. 
If you need help, instructors and consultants are 
only a toll-free call or an e-mail away. 


You Il learn: 

¢ Installing and upgrading software. 

¢ Managing and troubleshooting Windows”. 
Motherboard geography. 

Multimeter applications. 

Upgrading system memory. 

Removing, repairing, and replacing disk drives. 
Advanced networking topics. 

Virus troubleshooting. 

And much more. 


Call or send for FREE information 
on how to solve your own PC problems, 
and even start a new career! 


For Fastest Service, Call Toll Free: 


ext. 1482 


Call anytime, 24hours a day, 7 days a week. 


Or visit www.EduDirect-usa.com 
Online enter ID# PJKS13S 


* Growth figures represent a 


ten-year period ending 2010. 
Source: National Industry- ~~ Accredited Member 
Occupation Employment A SE of the Distance 


Education and 
Training Council 


Matrix, a publication of the 
U.S. Bureau of Labor Statistics. 
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A+® Certification is fast becoming the standard_ 
by which PC Repair Technicians are measured. 
In fact, many computer manufacturers and servicing 
companies won't hire you without it! Education Direct 
provides a valuable A+® Certification Test Preparation Kit 
along with our complete PC Repair Program, as well as 
making it available as a separate program. We want to 
make sure you get the credentials that will get you the job! 


If card is missing, mail coupon to: 


r 


A+® Certification Program is 
an industry-wide, vendor- 
neutral program developed 
and sponsored by The 
Computing Technology 
Industry Association®. 

The Computing Technology 
Industry Association and At 
are registered trademarks. 
All rights reserved. 
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EDUCATION DIRECT 


Dept. PJKS13S 
925 Oak Street 
Scranton, PA 18515-0700 


Please send me FREE information on the PC Repair Program! 
I understand I am under no obligation. 


_| 27 PC Repair 


(includes A+® Certification Test Prep. material) 


| 44 A+° Certification Test Preparation 
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A multiplayer shot. Will you get to fire the cannon, or will he? >>> [inset] A single-player shot. There’s 


truly something behind that door, but in this expansion, it’s guaranteed to be human. 


The expansion that cried sequel that cried Wolfenstein 

by Cindy Yans 
Enemy Territory is the first stand-alone expansion for Return to 
Castle Wolfenstein, but unlike the majority of these products, it adds 


quite a few features to both the single- and multiplayer aspects of the 
game. You're still BJ Blazkowicz, in a prequel to the original, and for 


the first time, you’re surrounded by bots. Yes, they’re only the AI, In the multiplayer game, you’ll find a 
but they’re (hopefully) helpful AI, with a wonderful sense of fashion. new class (Field Ops) and a promotion sys- 
The way they interact with you in both scripted and unscripted fash- tem that is attuned to your five stats 
ion is similar to Medal of Honor. The goal is to make the single-player (medic, engineering, battle sense, and light 
game feel like much more of a “team” experience. and heavy weapons) and will upgrade you 
The campaign game spans 20 missions, and will offer many situa- accordingly, up to a total of five times. 
tions in which you’ll need the help of your fellow Soldier, Covert Ops, These upgrades come via a rewards system 
Medic, Engineer, and Field Ops. Since they’re not human, they can’t that will pump up some aspect of your 
complain. If you think that a mission might require a different character, depending upon the accomplish- 
approach, you can switch your own class to bring another skill more ment that triggered it. 
to the forefront of your repertoire. And you also will be able to tweak The game is right at home in the Quake 
the members of your team, and issue them orders within the mission. III engine, which is only natural, since id, 
If you or one of your teammates are unfortunate enough to croak, you as its executive producer, is never too far 
or he will enter a static state (a la Wolfenstein’s multiplayer game), away. The game is scheduled to release in 
and then you can choose among several options as to how you want Spring, which is also not too far away. @ 


to handle it: order the medic to use the revival skill or start the level 
over and hope you can find the fallen comrade and/or the rest of your 
team before they die. 
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military capabilities." 
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Slightly higher level in terms 
of graphics, squad sizes, and 


actual US Army missions. 
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Man Versus Beast 


Savage evolves from a first-person shooter 
into an elaborate multiplayer strategy game 


by Scott Steinberg 


Game development isn’t a science. During a prod- 
uct’s production cycle, things—many things—can 
change. Such is the dilemma that faced S2 Games, 
whose strategic-showdown-turned-first-person- 
shooter game, Savage, began life as a simple real- 
time strategy game. 

“When it started out, we wanted to develop a 
purely real-time romp, focused on tactical combat 
action,” says Sam McGrath, lead programmer. “But 
by the time we got done tweaking everything, we’d 
gotten so into that [tactical] aspect, that the game 
just wasn’t the same product anymore.” What he 
and his cohorts had on their hands was, in fact, a 
new beast altogether. 

So now S82 is introducing the world’s first real- 
time strategy game in which the combatants are real 
individuals. Designed for up to 64 participants, who 
can connect via LAN or the Internet, this multiplay- 
er-only title aims to bring fans of all stripes together 


[clockwise from top left] 
Things look familiar to 
real-time strategy 
game fans from the 
commander's view. >>> 
How cute! A friendly 
NPC wants to eat your 
head. >>> Note the 
lush flora that popu- 
lates all in-game envi- 
ronments. >>> A 
female fighter squares 
off against a group of 
monkits. Have at ye! 


when it ships 
in March. 

Set on Earth in 
the distant future, the 
game unfolds a conflict that 
brews between two factions— 
humankind and the Beaste Horde. Reduced to 
barbaric savagery, both struggle for control of a land just beginning to reawaken 
from a post-apocalyptic nightmare. Intriguingly retro-futuristic, each of the title’s 
15-20 maps, eight character models per side (four male, four female), and 9-12 
weapons per faction will reflect this magic-meets-technology motif. Each of the 10- 
12 structures accessible by each side reflects this as well, with a primitive, yet 
strangely advanced architecture. 

But despite the aesthetics, there’s nothing primitive about gameplay. You 
choose between two roles at the beginning of any conflict: commander or foot sol- 


THE ENEMY IS HIDING BEHIND: 


‘DEAD 31,NOA AaMSUL 0} SUC] 00} YOO] NOA :Y4aMSNV 


"9,0/10" - GameZone 


"Tt improves on the original in every way" = GameSpot 


Stealth is your best friend, quick reflexes are a must and pulling the trigger is just 
an afterthought. As part of an elite WWII commando unit, you’11 rescue POWs, assassinate 


Japanese commanders and destroy key enemy targets. Time to test your combat skills. 


wwwedigitalbattles.com 


For more + oo _ r : 

WWII naval | ann, _ r 

7 action, — ee a ai Spy, 
be sure to ' eet: ": ia \al = | a . | L 

fe check out : = a os | oo BLOOD 

4 this title. oe . : | ) Tt wen ENE 


CONTENT RATED BY 
ESRB 


© 2002 nfusion Interactive, LLC. GameSpy and the "Powered by GameSpy" design are trademarks of GameSpy Industries, Inc. All rights reserved. All trademarks or registered trademarks are the property of their respective owners. Manufactured and marketed by Infogrames, Inc., New York, NY. 


| . The Matrix 


dier. Commanders see the game from a typical bird’s-eye view, a la WarCraft III. 
They're responsible for erecting structures, mining resources, managing funds, 
and developing new arms and armor via a technology tree. Foot soldiers are 
down in the thick of things, exploring territory, assaulting enemy compounds, 
and battling non-player characters. These folks view the world from a fixed third- 
person view, which switches into a first-person perspective when you invoke 
ranged weapons such as the crossbow or launcher. 

The differences between these play modes are markedly pronounced. Operating 
from a grand perspective, commanders must provide all needed funding, so that you 
can purchase character upgrades and armaments. He or she must also build a work- 
ing base, defend it, and all the while issue orders to live allies, who can choose to 
obey them, or ignore them entirely. Acting as leader, it’s the commander’s responsi- 
bility to chart out an underlying strategy for any assault, then see it through to suc- 
cessful completion, by acting as watchdog over a passel of uppity players. 

Infantry units, equipped with twin hatchets, swords, or battleaxes (at least on 
the human side) enjoy a frenetic existence, seeking out foes and opposing struc- 
tures and hacking them to ribbons. They spend as much time tracking enemy 
units as killing the critters—which include monkits, gorillas, snowbeasts, pan- 
thers, and more. This yields experience and gold for both the individual and his 
team. Serving as both scouts and cannon fodder, they’re the thankfully respawn- 
able backbone of any significant fighting force. 

“Both sides are integral to gameplay,” explains director Jesse Hayes. “Each builds 
upon and supports the other, making for a healthy marriage of genres. Despite ini- 
tial worries the two variants wouldn’t gel, we found that they complement each 
other naturally, eliminating any problems one could’ve possibly envisioned.” 

It’s doubtless that this is the reason he and his cohorts are so positive this 
product will succeed. In addition to an out-of-the-box level editor with which you 
can create entire scenarios in less than five minutes flat, they plan future addi- 
tional content such as map packs, comic books furthering the storyline, and pos- 
sible user-created MOD options in the near future. 

In Savage, worlds truly collide. However, hands-on time reveals the juxtaposi- 
tion is a comfortable one. Matches can be as a brief as 30 minutes, or take hours, 
demonstrating just how readily the title adapts to your individual playing style. 


“Each portion of our product’s so deep,” says Hayes, “that you could sell it as its 
Own separate game.” 


Don’t expect these two to rush across the field and embrace each other. 
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J, with thee: they shall be male and female. OF fowls after their Kind, and of 
“8 cattle after their kind, of every creeping thing of the earth after his 
kind, two of every sort shall come unto thee, to keep them alive.” And Noan said, 
“Right.” Anyway, at some point someone somewhere said that “every creeping - 
thing of the earth” would eventually appear in one or more books, encyclopedias, 
or any other database. And these creeping things provide the DNA for Relic 
Entertainment's Impossible Creatures. : . 


The developer calls its game “the real-time strategy combiner outside the game,” says Designer Quinn Duffy. 


game for everyone else.” Whether that’s everyone else “Something | realized was that, ‘yes, it is an strategy 
but them, or everyone else but you, is not clear. This game... but the combiner i is so fun!’ But when it’s mullti- 


player real-time, while you’re in it [the combiner], the 
game is still being playec nd we were finding during 
timing ourselves that, ‘H y; it was a 15 minute game 
and I was in the comk or about eight minutes...’ It’s 
not really acceptable to spe om this much time away few 
what was going Ol ¢ 


game charges you with building an army of weirdos — 
that, in the single-player game, acts on behalf of hero 
Rex Chance to save the world from the usual bran | 
megalomaniac; and in the multiplayer game, wi 
your behalf against the other players’ armies | 
or against the weirdo artificial intelligence. TI 
for all this weirdness is that each of the uni , 
mixed and matched parts of two real-world ar imals, 
with all of their strengths and abilities. The issue here is 
that with 52 creatures from the animal kingdom avail- 
able, when you begin to combine them and swap out 
their various parts (legs, head, tail, torso, etc.) there are 
tens of thousands of possible permutations ens of 
thousands of different unit types. 
As any gamer who has played a strategy or coltipray: 
ing game knows, the key to making gameplay fair, equi- 
table, and fun lies in how the play is balanced. Most of 
the eet Sees work with a limited amount of 


a of lay fe the initial ee ey i 
able to see what your opponents were throwing at 


rc is, though, since designers of 
still tweaking the statistics of 


: + units as they tn 

- that rate, forty thousa 
nite. So how did the guys at R 
something like that? Did they bala e i 
crazy for trying? 


At the drawing 
It is easiest to discuss this from the mu 
tive, with you against others, or the AI 


Cheetah Chimps on the run. 


at originally attempting before we in 


Hippopotagonfly (Hippo/Dragonfly) 


Gorena (Gorilla/Hyena) 
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you, and then decide what creatures to build in order to 
counter them. As it stands now, you have no clue what 
the opponents’ armies look like, so there’s this huge ele- 
ment of surprise. And that is what makes it even more 
important that the creatures are well balanced. You’d like 
to know that, whatever combo you choose, you’ll have a 
chance to win against just about any type of offense. 

Lead Designer Jay Wilson remembers another initial 
piece of faulty thinking. “Another one of our mistakes 
early on was, we would say that we really wanted to 
avoid a rock-paper-scissors type of relationship.” They 
realized that that’s simply the way the other half lives, 
and also believed that it was one of the biggest things 
killing real-time strategy today. “So we thought, ‘we 
need a much more interesting model than that; we just 
need to throw that right out the door; we can’t do it 
with this type of game.’” He laughs. 

“What we found was that, because of the diversity of 
the units, we needed a system like that even more than- 
most real-time strategy games do, something really very 
simple.” This way, you only need to know the capabili- 
ties of a couple of unit types, but it’s the way that you 
will interpret these unit types that keeps the variety in 
the game—how tough you make them, and what particu- 
lar abilities you like the most. The animals’ special abili- 
ties help diversify gameplay because even though there is 
just a small core of combat types (close range, artillery, 
and melee), it becomes more than just a speed versus 
health versus damage kind of issue. A lot of other factors 
come into play. “People kept saying, ‘well, what’s good 
against what?’, notes Wilson.” They needed to know. So 
we decided that we really needed to rethink this, and 
once we did, the whole balance process turned around.” 


Bring on the animals 

Then they had to decide which animals to choose, and 
how to grant them powers and abilities far beyond those 
of mortal men; and then figure out how to avoid making 
the “uber-unit,” the one that everyone builds and who- 
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Bear meets zebra. Zebra gets the bad end of the deal. 


Some creatures have defensive auras. 


ever builds the most of them the fastest will win the 
game. The first pass they did was to look at every creep- 
ing thing and to note the kinds of behaviors it demon- 
strates in the wild. Unfortunately, the natural behaviors 
of most animals did not expand into the variety of traits 
necessary to create the enormous number of combina- 
tions that would fit the hierarchy they had put in place, 
so they resorted to something CEO Alex Garden calls the 
“bubblegum biology” concept. “When we first put the 
creatures together, we just basically gave them the sta- 
tistics that would be an accurate model of the way they 
would be balanced in nature,” he says. “And what we 
found was that when you play the game with that sort 
of balance model, it’s just not fun because the truth is 
that anything with a zebra in it is just going to get 
slaughtered by anything with a tiger or a lion in it. So 
there’s really no reason to use anything but a lion. Why 
would I want to use a zebra?” 

Here is where the group of “special abilities” comes 
into play. There are a number of abilities that exist in 
nature, and choosing creatures that have these will sup- 
ply a type of bonus to the unit. For instance, when any 
creature combo has the herding ability, if there are four 
or more of them in near proximity, they get a glowing 
little booster around them indicating that they the herd- 


for Impossible Creatures 


Size does matter 


lf a small animal seems particularly vicious, it will be even more so if you make it larger. Piranhas 
have a vicious bite as is—imagine how hard they'll bite if they were the size of a whale... 


Bite, scratch, kick, and thwap with your tail 

When building melee units, try to combine creatures that do additional melee damage with limbs 
other than the head in order to maximize damage. Crocodiles have powerful jaws plus a vicious 
tail attack. It seems almost unfair to give it Wolverine claws in addition to all that...or does it? 


Since we're making a mob anyway... 

A little additional electricity cost gives many creatures the Pack Hunter or Herding ability. 
Later in the game, these will be the most efficient method of amplifying your damage and 
defense since it gives a 50% bonus to each. Getting that additional damage or defense natu- 
rally on bigger units without these abilities can get very expensive. 


As the uninebriated crow flies 


Flyers will almost always be able to get to distant locations faster than walking or swimming 
units, and if built correctly, can get to the site of an unexpected battle fast enough to keep 
you from being annihilated. An Eagle is as strong as an Ox in this game—iterally. So toss 
some abilities onto it to make a sturdy, fast moving, go-anywhere unit. 


How many 900 Ib. gorillas do you really need? 

It's possible to make a large variety of extremely powerful Level Five units, but resist the 
temptation to put them all in your army. You only have nine slots, and lower-tech creatures 
are far more likely to see the light of day. You only need one or two juggernaut blueprints, and 
all those Great White Sharks with Lobster claws or that shoot Electricity from their nose will 
do you no good if your lab gets eaten while you're researching how to make them. 


Don't bring a Knifefish to a Gunfish fight 


Long-range attacks seem weak compared to melee attacks, but far more of them can attack 
a target simultaneously. Have a variety of long range creatures such as Electric Eels, 
Porcupines, and Frogs mixed throughout the ranks of your army- at every Level, youll have 
plenty of use for their Lightning, Quills, and... er... Tongues. 


You'll take a bath on this one 
Adding Swimming ability to a land unit is usually free, so why not make it amphibious and 
thus more versatile? Here’s why: any unit that’s Amphibious will require you to build a Water 


Chamber before you can produce the unit, so be sure that the versatility is worth the addition- 
al work you'll need to spend on your tech tree. 


Rock, check. Paper, check. Scissors, check. 

There are three primary damage deliveries in Impossible Creatures: Melee, Ranged, and 
Artillery (a long-range, area-of-effect attack). At least one of each of these should be present 
in your army, of moderate to high strength and level. Each one has circumstances in which 
they'll shine, or even save your neck in an emergency, so even if you don't frequently use 
them, you'll want them available. 


(Insert juvenile joke using the word Horny here) 

Any creature combined with a Snapping Turtle or Armadillo can effectively have up to 10 
times more hitpoints than actually displayed... unless its opponent possesses the “Horns” 
ability, which cuts through defense. Be certain you have a creature in your army with horns, 
lest the turtles (even the non-ninja ones) mow you down. 


Meter-readers not included 
Early in the game, electricity tends to be both scarce and dedicated to researching Tech. 
Later in the game, electricity tends to be in surplus. So don't plan on making 

very many expensive-ability units, such as Skunks or Electric Eels, until 
later in the game. Knowing this, it's probably worth it to pump them up to ' 
Research Level Three or higher. 


Jay \ Wilson, Lead 1 Designer ee ae 
Favorite Creatire: ee 


it $: reasonable | in cost, but gets its punch from its abilities: Poison {from the hornet} 
reduces t the eels and damage done a scale units, horns tom ite bull reduce the 


Ne ae fs any y targeted creatures, and charging {also from the bull allows this creature 
as > fo charge into a fight doubling its speed and damage for its first attack. This combina- 


= which generally means you can field more of them. Upgraded, they ¢ can take on tlie : 
_ Level Fives by sheer numbers. : 


Andy Lang, art Director 
Favorite Mimeties 2. os: 
aS _ Land Shark is a Level Five piece of badass. It has a a lot of hit atiits plus raaly high 
defense stats and it's fast on land 1 and even faster in the water. Attached to the shark 
= head is the triggered. 
z “ability Frenzy: When trig- 
8 gered, it doubles ee 
| “ creature’ $ attack, 
increases its speed but 
decreases its defense, 
‘Not a bad trade off. This 
is my “base killer” 
| unit—the final blow that 
_. | use near the end of = i 
a game to take outmy 
. = opponent's lab. Since | 
a tand! Shark is both tough x 
and fast it is able to get 
in and reach an Oppo-- 
oe nent’ 's lab quite easily. 
_ _.. Once at the enemy's lab, © 
you can trigger frenzy : 
7) ane. suffice it to say, 
; dinner i is done, 


A Bullet i is a great Level Four: close ‘combat unit. we $ ne average physical attributes, $0 z 


z a _ tion of physical. stats and abilities makes this a very balanced creature in resource cost, 


The word is that the animals chosen had to be reasonably 
attachable to quadrupeds. 


ing bonus is in effect. This basically doubles their 
defense. So with this in place, three lions against four or 
more zebras turns into a fair fight. 

At first they gave abilities to far too many creatures, 
so that a player could really gain all of them very 
quickly. That squelched a lot of the strategy of building 
your army, so they scaled back on them quite a bit and 
asked themselves what abilities a specific creature real- 
ly needs. But what they actually needed to decide was 
what the kind of abilities the gameplay needed. “As we 
went through the battles [deciding which animals 
would make it into the game], we worked backwards 
looking at what we needed,” explains Duffy. “For 
instance, the rat came into the game because we needed 
something like ‘plague.’ So looking at it from a game- 
play perspective, we definitely needed to have units that 
have many other things—like camouflage on a 
chameleon, for instance.” 

“The thing that really 
helped us build a game 
that is balanced as it is, 
considering what it is,” 
says Garden, “is that 
even though we have 
52 creatures, none of 
the creatures have any 
more than 30 abilities 
[among them]. We bal- 
anced the abilities 
against each other. For 
instance, a creature 
that has the digging 
ability, thus making it 
invisible to most other 
creatures, is visible to 
creatures who have 
keen sense; or a crea- 
ture that has a poison 
ability also has an 
immunity to poison.” 

There are abilities 


A FIST FULL OF ARROWS... 


',.fans of tactical combat games will find 


this game worth notching their bows for." 
- GameZone - 


-  ",,.extremely solid remake of the 
classical tale... more than enough story 


and game play to keep gamers happy." 
- BoltGames.net- 
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Strategy First 


he Tigobster (Tiger/Lobster) 


that change the physical behavior of the creature, such as speed, and then 
there are, for lack of a better word, “magical” abilities. Skunks, for instance, 
can launch these huge stink clouds that can be used as a either a shelter for 
your units against artillery, or you can use it as an offensive weapon to slow 
down enemy creatures. There are electrical bolts that electrical eels can 
shoot that set off electrical burst area effects, a spitting cobra spits poison 
darts, rats can give plague, which is a very powerful skill since once one of 
your units has plague, they can spread it among all of your other troops. 


So what about that Lobster-hippo combination? 


While some games have “ages,” and others “ranks,” Impossible Creatures 
has a Research Level structure that sorts creatures based on their statistics 
and abilities into one of five levels. What a particular combo is worth, 
taking into account all of its stats, and the cost of building it (creatures 
cost certain amounts of the game’s two resources—coal and electricity) 
determines the stage of the game at which it becomes available to you. 
The more valuable a creature, the later you will be able to research it. 
And, as in other games, you upgrade your technologies throughout to 
move to the next research level. So how do you determine what a crea- 
ture is “worth?” This is where the true minutia of the design comes into 
play. There is a simple algorithm that takes into account all of a crea- 
ture’s strengths and abilities, its size, defensive values, etc., and then it 
calculates the cost in resources, and spits out a value that will determine 


what research level it will require. 


But don’t polar bears already swim? 


“It’s a simple system with lots and lots and lots and 
lots of variance, and there’s a lot of math,” says Wilson. 
“But it’s all behind the scenes... you can see the stats 
change as you swap out the body parts, but the strengths 
and weaknesses appear evident and forthright.” 

The system, however, is transparent to the user. The 
screen that displays the stats as you swap creature 
halves and parts is very simple to interpret, and it’s easy 
to see exactly what effects the changes have, at least 
after they consolidated the information onto one screen. 
Initially, there were more stats than you could shake a 
randomizer at. Early in development they wanted to use 
really, really hard-core stats, but eventually they com- 
bined many of them (“Dodge” and “Armor,” for 
instance, became “Defense”) so that you don’t have to 
deal with what goes on behind the scenes, but you still 
have the benefit of its subtleties. 


Enormous possibilities 
Every member of the design team, as well as every 
member of Microsoft’s full time play-balancing staff, has 
a different opinion of just what makes up the ideal 
army. And what’s ideal on a land map won’t be ideal on 
a water map. The combinations of animal halves, 
swapped parts, and the choice of which nine of them 
play together creates an absolutely enormous number of 
possibilities. And the public is skeptical. 

But Producer John Johnson thinks it’s no sweat. 
“When we talked about balancing, we just considered 
the animals to be sacks of attributes and abilities. And 
that’s all they are. (“Yeah, cute sacks of attributes and 
abilities,” adds Wilson.) “So we balanced the game 
from its stats and abilities, not from the 40,000 differ- 
ent combinations. 

“If we'd believed that [it could never be balanced], 
then Impossible Creatures would likely never have been 
made,” says Johnson. “But being the foolish people 
that we are, we drove ahead, and now that we’re near- 
ing the end I think we’ve managed to squeak out a 
really exciting, fun, and yes, well-balanced 
strategy game.” 
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“Bottom Line: Add Velocity Micro to 
our short list of highly recommended 
premier system builders.” 

Editor's Choice 
PC Gamer, July 2002 


“Record-setting scores and elite 
components put the ProMagix 
in league with the big boys." 
Kick Ass Product 

MaximumPC, August 2002 
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"Velocity Micro machines 
flex some muscle" 
Computer Shopper, October 2002 
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technology for today 


pc live 


For online PC gaming to really take off, 
it should mimic a console 


I have seen the future of online gaming, and it’s not on the PC. I’m talk- 
ing about Xbox Live, the new online service for Microsoft’s monstrous 
console. For the uninitiated, Live is a service run by Microsoft for every 
online Xbox game. No exceptions. If you’re a publisher with an Xbox 
game and you have online features (be it online multiplayer or content 
downloads), it is mandatory that you provide such features through Xbox 
Live. This might seem like a typical megalomaniacal Microsoft move to 
cynical PC users, and maybe that’s part of it, but it’s actually in the best 
interests of the gamers. So is the requirement that Xbox Live only work 
with broadband Internet connections. 

To understand why these restrictions are actually a good thing, it’s neces- 
sary to detail what using Xbox Live is like. You go to the store, plop down 
$50, and walk home with a starter kit including a very slick little 
headset/microphone combination and an Xbox disc. Plug your Ethernet 
cable into your Xbox, pop in the disc, and start entering in info. This part is 
painful. A gamepad is not the best way to input your name, mailing 
address, and credit card number. But here’s the genius part: that’s the last 
time you'll ever have to do any of that. Ever. For any game. In a year when 
your Live subscription ends, it’ll be renewed and charged to your credit 
card, unless you cancel. If you play some pay-to-play massively multiplayer 
game sometime in the future, or if some publisher wants to charge $5 to 
download a really big fancy mod for an online shooter, or if the $100,000 
world online sports league championship tournament has a $2 entrance fee, 
all your billing info is already taken care of. All you ever have to do is play. 

Here’s another benefit of the “if it’s online, it must be on Live” 
approach: one player, one name. When you sign up for the service, you 
pick what they call a Gamertag, which is your unique player ID for the 
entire service. Let’s say you pick “Pingmaster.” With your permission, your 
friends can then add “Pingmaster” to their buddy lists and find you no mat- 
ter what game you’re playing, now or in the future. They don’t even have 
to have it. You might have a character named Lord Maximum in one game 
and Endzone in another, but those will always just be game-specific aliases 
for Pingmaster. This single online identity not only makes it possible to for- 
ever track your buddies, but it adds accountability. If some guy’s swearing 
like a sailor and shouting racial slurs, you can report him, and know that 
he’s not hiding behind a temporary name or different 


never go back. PC games have had voice chat 
before but it’s not nearly prevalent enough. There 
are stand-alone products, but it’s a hassle to find 
your friends, get them to join your voice server, 
and then you're just sort of chatting on top of the 
game, rather than within the context of it. 

What does all this have to do with our beloved 
PC? Well, think about how cool it would be if the 
online PC world was like this. Imagine if you 
could have a master buddy list that would tell 
you what all your friends are playing, for every 
current and future game. If everyone had a quali- 
ty mike and earpiece for voice communication 
and every game supported it. If every player was 
accountable for his behavior because he had a 
unique global identifier. These are the kinds of 
features that can move online gaming from a 
“few million people” activity to a “hundred mil- 
lion people” phenomenon in just a few years. 

But we’ll never get it on the PC. Even if some- 
one tried to create a “PC Live” service, they 
couldn’t force all the publishers in the world to 
use it, and the big publishers wouldn’t want to 
give up control or share revenue. The ad hoc 
online model for the PC has its charms, though. 
For starters, we get mods. While its technically 
possible to download mods over Xbox Live, it’s 
not exactly possible to mod makers to actually 
create the things in the first place, much less dis- 
tribute them. Mods are left in the hands of the 
publishers on Live, so the vast sea of user-made 
content will still be the domain of the PC. As PC 
gamers know, some of the best gaming in the 
world is to be had at the hands of amateurs, and 
it’s this quality homebrew content that will con- 
tinue to separate the PC from the world of con- 
soles, making that god-awful office chair in front 
of your computer one of the most entertaining 
seats in the house. @ 


names in different games. It also means that online rank- a RST 
ings and leaderboards are totally legit, since you can’t play TIP OF THE MONTH 


for two months under one ID and switch to another after 
becoming an expert. 

Then there’s voice. Because you have to have broad- 
band, there’s enough bandwidth left over to have all play- 
ers actually talk to each other instead of typing. Once 
you've communicated in a game without typing, you can 
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What's your uptime? — Want to know how long your Windows XP system 


has been up and running? Open a command prompt by typing “cmd” in the Run 
menu. At the prompt, type “net statistics workstation” (without quotes). This 
will give you a lot of network info, but the important line is the first one, which 
lists the date and time the OS was started. 


| just got a new computer and it 
didn’t come with a good video 
card so | ordered a Geforce 4 Ti4200. 
Being the idiot that | am | didn’t even 
check to see if my motherboard had an 
AGP slot. Do | have to get a whole new 
motherboard or are there any really good 
PCI video cards? If | have to buy a new 
motherboard which one should | get? 
Nathan J. 


A e Unfortunately, all the really good 

e video cards are AGP-only. You can 
find PCI versions of the Radeon 7500, a 
pretty old card, and some of the GeForce4 
MxX cards appear in PCI versions. Hercules 
sells a 64MB PCI version of the Radeon 
9000, which isn’t exactly screaming fast but 
at least offers full DirectX 8 support. Finding 
the hot new hardware in PCI form will defi- 
nitely take some serious Google-fu, and 
finding it in stock might be even harder. 

If you buy a new motherboard, well, 
what you buy depends on what you have. 
You need to buy something that works 
with the processor and RAM you currently 
have and fits in your case. And naturally, 
it should have an AGP slot. 


Seeing the news that VisionTek 

may be going out of business got 
me to wondering, since | was about to buy 
a new video card, and was leaning 
towards buying from them, since their 
cards seemed to always be in the major 
retailers. Does VisionTek provide the driver 
updates for its products, or can they be 


TEGCHSYTES 


GeForce FX — NVIDIA has finally unveiled the card 
previously known under the development name NV30. 
Two years ago when the graphics giant acquired 3dfx, 
they put the ex-3dfx people together with the engi- 
neers beginning work on NV30, and this chip is the 
result of their combined expertise. Hence the name, 
which combines the long-standing and valuable 
NVIDIA brand “GeForce” with “3dfx.” Several months 
ago we asked readers to help NVIDIA name the NV30, 
and while nobody actually suggested GeForce FX, a 
great many of you suggested combinations of 3dfx 
and NVIDIA brands. 

The chip features pixel and vertex shader capabili- 
ties beyond the baseline required for DirectX 9 and 
thanks to a new .13 micron copper manufacturing 
processs and a giant custom cooling solution that 
uses up an additional slot will clock in at 500MHz 


send questions to qa@cgonline.com 


obtained directly from Nvidia? | like many 
games, hate the thought of plunking down 
$400 for a new video card only to find that 
there is no driver support a few months 
later. What is a gamer to do? 

Bob T. 


A e It may be a bit premature to ring 
e VisionTek’s death knell just yet, as 


you can still find their cards in most major 
retailers and they’re still providing support. 
Drivers can be obtained from www.vision- 
tek.com. If you don’t want to buy 
VisionTek, there’s always PNY or BFG, 
both of which deliver cards that almost 
exactly follow NVIDIA’s reference design, 
just the ones from VisionTek. But no mat- 
ter what NVIDIA card you buy, I suggest 
you use the latest reference drivers from 
www.nvidia.com. Odds are good that 
they’re more up-to-date and they really 
shouldn’t cause any compatibility prob- 
lems. We use reference drivers on every 
GeForce card we’ve got, and have done so 
for a couple years. 


I'm no cinematography expert but 

| can tell that a lot of movies are 
shot with some kind of color filter to 
achieve a distinct visual style. Usually 
they turn a scene a certain hve and/or 
make the blacks more distinct. Now | 
admittedly Know nothing about program- 
ming graphics cards but do you think that 
it might be possible to see something simi- 
lar to this appearing as a new feature on 
the GeForce 6 or something? | mean think 


despite being an absolutely huge 125 million transistor 
chip. Expect to see 128MB of DDR2 memory at 1GHz 
or perhaps slightly more with a 128-bit bus. It's a 
pretty beefy piece of graphics kit, but the bad news is 
that chips won't be delivered to board vendors until 
around the end of the year, with product not on sale 
until February. Once has to wonder if AT! doesn't have 
a pumped-up Radeon 9700 set for March or April, six 
months after the original's release. 


Athlon 64 — We've heard propaganda about AMD's 
upcoming 64-bit “Hammer” chips for some time now, 
and though they were supposed to be released by the 
end of 2002, it looks like April might finally be the 
magic month. Server versions of the chip were 
dubbed Opteron a long time ago, and now the desktop 
version has been officially named Athlon 64. Will 
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how cool it would have been to have the 
new Black Hawk Down game pay homage 
to the film by incorporating the same color 
scheme as the movie. 


Christopher M. 


A e Right now, most games try to adjust 
e their “look” with just the color of 
their textures and lighting, but you’re 
right, some sort of “post processing filter” 
that tweaks everything on the screen 
would indeed be a pretty cool thing for 
games. Fortunately, the capability to do 
that is already here. The pixel shaders in 
DirectX 8 can do it—you see the effect 
already in some Xbox games like 
Wreckless, Shenmue II, and Sega GT, and 
the Xbox graphics chip is pretty much a 
GeForce 4. (You can also see it in the PC 
version of Konami’s Silent Hill 2, see the 
review on page 68.) To really do these fil- 
ters right, though, you need something a 
little more advanced. The pixel shader 
specs for DirectX 9 include everything a 
developer would need to make really great 
color filters, and even incorporate cool 
effects like random graininess and scratch- 
es to give a game an “old black and white 
movie” look. The capabilities to do this 
stuff are in the Radeon 9700 and NVIDIA’s 
next-generation card, due real soon now. 
So maybe we’ll start seeing some cool 
filters start with when game developers 
make games that require DirectX 8 cards 
(GeForce 3, Radeon 8500), and we’ll 
almost certainly see such effects when 
DirectX 9 hardware becomes widespread. 


there be a 64-bit version of Windows XP Home or Pro 
to go with the chip’s launch? Probably not right away, 
but except a good 15-20% speed boost over current 
Athlon XP chips when running 32-bit stuff. AMD is 
shooting for a clock speed of 2GHz or more for the 
first chips, which would probably translate into a 
model number between 3200 and 3600. At the Athlon 
64's official unveiling, Epic Games demoed a 64-bit 
version of Unreal Tournament 2003 running on Linux, 
which they'll release immediately upon the proces- 
sor's launch. If Microsoft releases 64-bit Windows for 
desktop computers, they'll release a version for that 
as well. Tim Sweeney told us the 64-bit code could 
run 30% faster than an Athlon XP of the same clock 
speed, but cautioned that the game’s performance is 
also affected by video card speed. @ 
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One year and a few hundred megahertz later, 
the big iron from Intel and AMD are pitted 
against one another in a knock-down drag-out 
fight to the finish. 


by Jason Cross 


Now that the holidays are over, the red-hot glow from your overused 
credit card has finally started to dissipate and you finally have time to sit 


down with those hot new games. Now comes the sad realization that your 


computer isn’t up to the task, and you prepare to warm up the ‘ol VISA 


again and chalk up some debt for a much-needed upgrade. But before you 


buy, you need to answer the big question: do you go with Intel or AMD? 
It’s been just over a year since we last locked a Pentium 4 and 
Athlon XP inside the steel cage to see who’s left standing at the end of 


the benchmarks. The computing landscape is a little different now, and 
with new memory technologies, motherboards, and processor enhance- 


ments from both camps we thought it’s time for a little rematch. 


In the Blue Corner 

Weighing in a 3.06GHz, we have Intel’s Pentium 4 processor with 
Hyper-Threading technology. A year ago Intel clocked in at exactly 
2.0GHz, so there’s been a 50% increase CPU frequency, but that’s not 
all. The first major change to hit the P4 was the increase in level-2 


each are using totally different parts of the processor to exe- 
cute the current instruction, handle them both at once. It’s 

not nearly as efficient as a true dual-processor system, 

but in special cases it can make quite a difference. 
Long story short: with Windows XP (Home or Pro) 

or Windows 2000, you get a virtual dual-processor 

system with one processor. If you don’t like it, 

you can easily disable it in the BIOS. 

In practice, HT technology generally didn’t 
change things much at all during the course of 
normal game-playing. Games would have to 
be written to specifically take advantage of 

multi-processor systems—which is a rarity, to 

say the least—and the performance bottleneck 
would have to be CPU speed rather than video 
card performance in order for HT to make an 
impact. However, we saw gains of 20% or 
more when encoding video, a task which is 
optimized for multiple processors. What the 
benchmarks don’t show is the substantial 
improvement when running multiple programs at 
once. It’s not something you measure so much as 
feel. The best part about HT technology is that it never 
really causes any harm—you have to look long and hard 
to find a case where it actually slows things down. 

Faster busses, increased cache, and HT aren’t the only things 
new in Intel’s camp. Those venerable “850” series motherboards 
have been improved with support for 1066MHz Rambus RAM (up 
from 800), which synchs nicely with the 533MHz bus speed, and 
we've got USB 2.0 and improved integrated audio added as well. 


In the Red Corner 

Weighing in at 2.26GHz, we have AMD’s Athlon XP 2800+. 
While AMD’s improvements haven’t been quite as dramatic as 
Intel’s, it definitely features a few substantial changes. First, 
the model number rating system has caught on famously, with 
hardly anyone actually referring or paying attention to the 
exact clock frequency of the Athlon XP chips, though it’s usu- 
ally disclosed. The only substantial improvement to the chip, 
beyond ramping up the frequency from 1.53GHz a year ago, is 
the recent move to a 333MHz bus speed. 

Most of the movement on the Athlon XP side has been in 
the motherboard market, which saw regular and substantial 
improvements all the way up to the granddaddy of all AMD 
motherboards chipsets, NVIDIA’s nForce2. It not only provides 
dual-DDR memory channels at speeds up to 400MHz (though 
running in 333MHz “synchronous” mode is faster) and 


cache from 256 to 512KB (L2 cache is a little RAM inside the processor 
that stores instructions and data for quick retrieval). Intel then bumped 
up the front-side bus, the connection between the CPU to the rest of the 


improved logic for memory access, but also plenty of USB 2.0 
and Firewire ports, the same great 6-channel audio from the 
first nForce, and up to two integrated Ethernet controllers, one 
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stuff in your computer, from 400 to 533MHz. With the 3.06GHz model 
comes the addition of Hyper-Threading. 


Hyper-Threading perhaps deserves a bit of an explanation. When you 
use a Pentium 4 processor with HT technology (the new 3.06GHz model 


and future chips) in a motherboard with support for HT, you basically 
have two virtual processors. In a dual-processor system, each CPU can 
work on a different thread at the same time, improving performance on 
specially written programs or when running multiple programs at once. 
HT doesn’t magically turn your one P4 chip into two, but the one 
processor can still jam two threads in there simultaneously, and if they 
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from 3Com and one from NVIDIA that rivals the best out there. 
There is no more full-featured motherboard than an nForce2, 
and nothing will make your Athlon XP system run faster. 


And Come Out Fighting! 

Enough with the technical hoo-ha—which is faster? A year ago, 

an Athlon XP 1800+ actually edged out a 2GHz Pentium 4. This 
year, the tables have turned. We put a 3.06GHz Pentium 4 with 

HT in the very latest Intel DSSOEMVR motherboard with 512MB 
of PC1066 RAM. Rounding out the system was a 7200 RPM IBM 
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Deskstar drive, an Audigy 2, and a Radeon 9700 all with the lat And the Winner is... 

est drivers. We hooked all the same cards and drives up to an With performance so evenly matched, except in the area of digital video 
Athlon XP 2800+ in an Asus A7N8X motherboard, which takes encoding, it’s not possible to pick a winner based on speed alone. We 
everything the nForce2 chipset has to offer and tacks on a pair of have to look deeper, comparing the features of the platform, price, and 
Serial ATA plugs for good measure. We added in some high- even taking a little guesswork about the future into account. Thanks to 
speed DDR333 RAM, as DDR400 doesn’t actually improve perfor- __ the incredibly rich feature set of nForce2 motherboards, the scale tips a bit 
mance and costs a lot more. Though the nForce2 board has excel- in AMD’s favor. It’s hard not to like dual Ethernet controllers, tons of USB 


lent built-in audio, we stuck with the Audigy 2 for an apples-to- and Firewire ports, and integrated 5.1 audio so good you don’t need to 
apples comparison. look at a sound card. Future nForce2 
If you’re a heavy user of boards will include GeForce4 MX 
office productivity or con- / L integrated graphics, but as a gamer 
tent creation software like Waiat & UD next! you'll want to avoid that and stick 


Word, Excel, Photoshop, 
or Flash, the Athlon XP 
setup would be a touch 
faster running any one 
program. But people who 
do that kind of work often 
run several things at once, 
and Intel’s HT technology 
provides a little kick in 
those circumstances, 
putting the Pentium 4 over 
the top. If working with 
digital video is your con- 
cern, an HT-enabled 
Pentium 4 is the only way 
to go. Whether it was 
DivX, Windows Media, or 
MPEG2, Intel’s latest com- 


with a good add-in card. 

Those nForce2 boards are expen- 
sive, $155 for this Asus, but so are 
Intel’s best at $160. Rambus RAM 
prices are high for the speed PC1066 
variety ($260 for 512MB), but quali- 
ty DDR333 RAM costs a lot as well 
($220 for 512MB). But it’s the price 
for the processors that make the real 
difference. A brand-new 3.06GHz 
Pentium 4 costs $730 at the time of 
this writing, while a Athlon XP 
2800+ will run you $410. Add up 
the motherboard, processor, and 
RAM and you get $1,150 for the 
Intel platform and $785 for AMD. 

At the end of the day, we'll have 
to give the nod to AMD once again. 


Progress in the world of CPUs, motherboards, and memory \ a 
marches steadily onward. Prices will continue to fall , " 
throughout the year, but what about new technology? 

Intel is quiet about pending changes, but expect HT 
technology to migrate down to lower-speed Pentium 
4s, and perhaps a bump up to an 800MHz bus on high-end 
models. A new chip code-named “Prescott” in the second half of the 
year, built on a smaller manufacturing process and likely including more cache and 
some new instructions. It's different enough that it might even go by a new name 
(Pentium 5 would be sort of redundant). A new custom mobile chip code-named 
“Banias” is due in late spring or early summer. It's an entirely new architecture made 
specifically for mobile and low-power computing. 

AMD will debut the Athlon XP processors built on the “Barton” core early this year, 
with twice the cache and perhaps another bump in bus speed to 400MHz. Then comes the 
mother of all new chips, the Athlon 64—a totally new 64-bit processor (formerly code- 
named ClawHammer) that’s fully backwards compatible with 32-bit stuff. It should run all 
your existing software faster than anything else they have without any modifications or 
patches. AMD will quickly migrate the Athlon 64 to notebooks as early as this summer. 


presses video like Intel ekes out a small performance 
nobody’s business and advantage in some multitasking 
nothing else, except for a environments and a massive perfor- 
true dual-processor system, even comes close. mance advantage in compressing digital video, but for playing games 
But you’re a gamer, right? And when it comes to performance, _ the speed race is just too close to call. What isn’t even close is the price 
we want to know about games. How fast do you need to run advantage and attractive feature set of an Athlon XP paired with a good 
Outlook anyway? How many hours do you spend compressing nForce2 board. Buying a complete system from a major manufacturer 
video? It’s all about the framerate, and when it comes to games, will shrink the almost $400 difference in price, but there’s still substan- 
the two platforms are evenly matched. There are times where the _ tial savings to be had from going the Athlon XP route. 
latest Pentium 4 is faster (Quake III), and times when the One question remains, and that is what the future holds for HT technology. 


AMD/nForce2 combo has the lead (Unreal Tournament 2003, No — If game developers start producing titles that are threaded and optimized for 
One Lives Forever 2), but the difference is never very substantial. | multiple processors, the HT tech in new Pentium 4s could have a big impact 
We're talking a few percent here, enough to see in benchmark on game performance. And if that happens, the price differential for a top- 
numbers but not enough to actually feel. notch Pentium 4 might be worth it. e 


Time to encode @ Pentium4 3.066Hz 1024 x 768 @ Pentium4 3.06GHz 
(smaller is better) @ Athion XP 2800+ MH Athion XP 2800+ 


WMV 9 encode DMX 5 encode WMA 9 convert MP3 convert 3DMark 2001 SE Comanche 4 AquaNox UT 2003 Serious Sam SE NOLF 2 
(100s) 
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Shake Up 
The eMachines T2200SE shakes the 
foundation of everything we believe in 


by Jason 


3DMark 2001 SE Comanche 4 


(100s) 


Cross — 
MANUFACTURER eMachines [Www.emachines.com] * 
MSRP $1000 (without monitor) 
Computer 
ame 
EDITOR'S 


We're hardcore gamers. We buy hardcore CHOICE 
machines so we can turn all the details on, 

and that costs a lot of money. And we never, ever, consider 
those “computers for cheap” companies like eMachines. They 
build $400 systems for grandmothers that only need to use 
email, right? Well that’s 
what we thought too, 
until sampling the 
T2200SE. Available exclu- 
sively online, this limited 
Special Edition version of 
its top-end T2200 is an 
amazingly good game 
machine for exactly 
$1,000. 

At its core, the system 
is what you would 
expect from the 
high end of a 
budget system 
line: an 
Athlon 


XP 2200+ stuffed into 

an average motherboard, in this case an ECS L7VMM2, which 
is based on the dated KM266 chipset from VIA. The same 
processor in a newer nForce2 or KT400 would definitely be a 
bit faster. The system utilizes integrated sound, which is ade- 


quate but not 
exactly top of 
the line. If you 
stopped there, 
you'd think it’s 
a typical budget 
system, with 
cut corners 
everywhere. 
eMachines 
must have 
skimped on the 
RAM, right? 


1024x768 


NOLF 2 AquaNox 


Serious Sam SE 


UT 2003 
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REVIEW 


No, actually there’s a nice 512MB of DDR266 in there, more 
than enough for most of the games of today and tomorrow. 
Okay, but the hard drive is slow, isn’t it? Nope, it’s one of 
those smoking fast 10OOGB Western Digital drives with the 
SMB of cache. Ah, it has bad optical drives then. Well not 
really, it has two Samsung drives, a 16X DVD and 40/12/40x 
CD-RW, and they’re both pretty good. It’s the case, right, the 
case is ugly and awkward? Nope, it’s small, stylish, and 
attractive with matching faceplates for the optical drives and a 
nice slide-up door for the front-mounted ports (two FireWire, 
two USB, headphones, and mike). In addition to the conve- 
nient front ports, you have four more USB and one more 
FireWire port on the back, in addition to the 10/100 Ethernet 
and 56k modem. 

Is there anything this one-grand-wonder doesn’t have, like 
a great video card? Cheap PCs always compromise on the 
video card, don’t they? Not this time. Amazingly, 
eMachines throws in a Radeon 9700 Pro. Not some 

underclocked off-brand or OEM model, but an honest- 
to-goodness, built by ATI, full speed 9700 Pro. The 
baddest video card on the block in a 
one-grand PC. Even the 
Logitech Z-340 speakers are 
decent, which is contrary to 
most sound hardware 
included with cheap PCs. 
This system even 
comes with 
Microsoft 
Works, 
Money 2003, 
Encarta Online, 
PowerDVD 4, 
and is blissfully 
free of annoying 
tray icons and 
background pro- 
grams save for a slick little 
auto-update application that 
is easily disabled. The mouse 
is kind of lame, but with the 
money you save on a $1,000 
system you can afford to get a new one. 

When it comes to overall performance, aside from video, 
the T2200SE isn’t going to bowl you over. However, it is more 
than half the price of most elite gaming PCs. The point isn’t 
how well this machine stacks up against other hardcore gam- 
ing systems, but how it fares against other $1,000 systems. If 
you can’t tell by now, it blows them away. The overall perfor- 
mance, quality, styling, and value of this littlke wonder is truly 
impressive. Your eyes do not deceive you: we actually heartily 
recommend a PC from eMachines. @ 


UPSIDE Superb graphics, nice hard drive, good case, lots of 


ports, fantastic price 


Could use a better motherboard 
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Supported by powerful Intel® Pentium® 4 processor, 


ABS™ Ultimate Gaming systems are the overwhelming choice to 
power the hottest new games and transform your personal PCs 
into high-speed professional gaming machines. 


BUiiitittt tes 


“ABS™ Ultimate X3 ABS™ Ultimate X7 


Blue Kingwin Aluminum Case w/Acrylic Windows & Neon Light Blue Kingwin Aluminum Case w/Acrylic Windows & Neon Light 

Asus P4T533-C Intel 850E Chipset Motherboard w/533FSB & USB 2.0 Asus P4T533-C Intel 850E Chipset Motherboard w/533FSB & USB 2.0 
Kingston 512MB 1066MHz RAMBUS Memory Kingston 512MB 1066MHz RAMBUS Memory 

120GB 7200RPM Ultra ATA100 Hard Drive w/8MB Cache Two 80GB 7200RPM Ultra ATA 133 Hard Drives 

Pioneer 16X DVD Player & Mitsumi 1.44MB Floppy Drive Lite-On 16X DVD Player & Mitsumi 1.44MB Floppy Drive 

52X24X52 SMART-BURN® CD-ReWritable Drive Plextor 48X24X48 CD-ReWritable Drive 

ATI Radeon 9700 Pro 128MB 8X AGP Video Card w/TV Out AT| Radeon 9700 Pro 128MB 8X AGP Video Card w/TV Out 

Add SONY 19" .25mm 1024x768 Monitor @$319 ViewSonic 22" .25mm 1920x1440 Monitor 

Creative Labs SoundBlaster Audigy Sound Card & Mic Creative Labs SoundBlaster Audigy XGamer Sound Card w/IEEE 1394 
3Com PCI 10/100 Network Card & USR V.90 PCI 56K Modem Klipsch ProMedia 5.1 THX 6-Pieces Speaker System 

Logitech Access Keyboard & Optical Mouse Logitech Cordless Freedom Optical Keyboard and Mouse 

Microsoft Windows® XP Home Edition Microsoft Windows® XP Home Edition 


Intel® Pentium® 4 Processor at S 1 7 49 Intel® Pentium® 4 Processor with $3249 
2.53GHz w/533MHz FSB HT Technology at 3.06GHz w/533MHz FSB 
Please use full URL to get latest prices and special promotions. 
877.202.3882 www.abspc:com/gmoe2 


Sales Hours: Mon-Fri 8:30AM-5:30PM PST Technical Support: Mon-Fri 8:30AM-5:30PM PST 
Technical Support: 800-685-3471 General Office: 562-695-8823 9997 East Rose Hills Road, Whittier, CA 90601 


Price, specification, and terms are subject to change without notice. Picture shown with upgraded options. ABS™ is not responsible for errors in typography and/or photography. 30 days money back guarantee 
does not include opened software, parts, or special orders merchandise. Original shipping and handling fee along with return shipping charge are non-refundable. Products returned after 30 days or in a non- 
refundable condition are subject to a restocking fee. Intel, Intel Inside, and Pentium are trademarks or registered trademarks of Intel Corporation or its subsidiaries in the United States and other countries. 
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Uitinna Online is a live qame you play via the Internet allowing you to play with thousands of other users, AN INTERNET c ONNECTION IS REQUIRED TO PLAY. Internet service 9 providers ‘usually charge a monthly 
feo to provide this aceass, ELECTRONIC ARTS CHARGES A MONTHLY SUBSCRIPTION FEE FOR THIS ONLINE PRODUC 1 separate from your intern et access charges. YOU MUST BE 13 TO REGISTER FOR THIS 
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online RPG with customizable housing. — 


~ Find new adventures and over 40,000 n 
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Twitchy Fingers 
and Aching Wrists 


There’s no more important game controller 


than your mouse and keyboard, so maybe it’s 
time for an upgrade 


by Jason Cross 


Right about now you're probably thinking, “Oh wow! A key- 
board and mouse roundup! I haven’t had this much fun since 
that time my remote was busted and I was stuck watching C- 
SPAN for a week.” Granted, keyboards and mice aren’t the 
sexiest of computer equipment—if any of it could be called 
“sexy’—but with the exception of a few flying or driving 
games, virtually all PC games are best played with these two 
peripherals. In other words, there’s no game controller more 
important to a PC enthusiast than those ubiquitous doodads 
you write your email and surf the web with. 

As with NVIDIA and ATI in the video card market, the key- 
board and mouse arena is dominated by only two companies: 
Logitech and Microsoft. With new products on the shelves from 
both of them and an itching sense of responsibility toward 
helping you have more fun with your PC, we felt it was high 
time we took a look at the hottest typing and pointing hard- 
ware on the market (if any of it could be called “hot”). 


Microsoft Goes Blue 

In an effort to make the stuff that sits on your desk look cool- 
er, Microsoft has updated their standard optical mice and 
multimedia keyboards with a fresh new look. The Blue ver- 
sions are essentially identical to their old counterparts— 
there’s no new technolo- 

gy—but some of 
the ergonomics 
have changed. 
For example, 
the keyboards 
are now a little 
shorter and fea- 
ture vastly 
improved short- 
cut and media 
control buttons, 
nice and large with 
clear labels and icons. 
But the function keys now 

default to ridiculous shortcuts like “open” for F5, and a 
Function Lock button is required to toggle between the new 
shortcuts and actual function keys. This isn’t a bad idea, but 
the F keys should be default and the lock should be there to 
turn on the new shortcuts. The Blue mice feature a fatter 
scroll wheel with easier action, but are otherwise just like the 
old Intellimouse Optical. Note that this is not the Intellimouse 
Explorer with it’s handy side buttons—that larger silver 
model remains. 
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Optical Mouse Blue 
MSRP $34.95 
RATING * * *k* *® 


Wireless Optical Mouse Blue 
MSRP $44.95 


RATING * * *& 


Multimedia\Natural 
Keyboard Blue 
MSRP $34.95\$54.95 
RATING * * * * 


Do They 
Come in 
Silver? 
If you like 
the new 
Blue key- 
boards and 
mice from 
Microsoft, except for 
the blue part, there’s 
good and bad news. The 
good is that you can get virtu- 
ally identical mice and keyboards 
in a very slick silver and black/grey 
motif. The bad news is that they only come that way as part 
of the Wireless Optical Desktop package, which bundles a 
wireless keyboard and mouse together. A Wireless Desktop 
Pro version is also available, trading the standard keyboard 
for the ergonomic split style. This is the same old radio fre- 
quency wireless technology from earlier products, so that 
mouse still has the slightly laggy feeling that makes games 
unresponsive, and you're still going to swap out batteries 
every couple months. They keyboard is just fine for gaming 
and matches the Intellimouse Explorer well, but 
the mouse included with the Wireless 
Desktop is just not responsive enough for 
quality gaming. And you can’t buy the 
mouse and keyboard separately. 


Wireless Optical 
Desktop\Pro 
MSRP $84.95\$104.95 
RATING Kk K& *& F v% 


Not Blue, Bluetooth 


Perhaps it wasn’t the wisest idea for Microsoft to call 
it’s updated standard mouse and keyboard the “Blue” line 
when it is also debuting new Bluetooth enabled peripherals. 
The shape of the Bluetooth mouse is not unlike that of the 
Wireless Intellimouse Explorer, and the performance is about 
the same. It’s a shame that the new wireless standard didn’t go 
far to combat that slightly laggy feeling of cordless mice, nor 
that Microsoft sought to address the need to pop in a fresh pair 
of batteries every couple months. And here’s a nice little sur- 
prise: since the Bluetooth devices require operating system 
support right now, they don’t work until you get into 


REVIEW 


Windows, which means you’ve got to keep your old keyboard 
around to get into your BIOS. With that in mind, there’s no 
real reason to get the new Bluetooth models over the old wire- 
less stuff unless you just really need to have the included 
Bluetooth transceiver. Maybe these will come into their own in 
a year OF so. 


Wireless Optical Desktop Bluetooth 
MSRP $159 
RATING * * 


Cordless Done 
Right 

The problem with 
most wireless mice is 
that they’re just not as 
responsive as their cord- 
bearing cousins. Whether 
utilizing standard radio trans- 
mission or Bluetooth, there’s a 
bit of a delay between when you 
move your mouse and when it’s 
reported to the transceiver and then to 

your PC. Logitech’s new MX 700 cordless mouse fixes that 
problem, and introduces a host of other improvements. The 
new “Fast RF” technology reports to the base station about 125 
times a second, and that makes it feel as snappy as any wired 
USB mouse. The optical sensor has a wider view for more pre- 
cise tracking, too. The best feature? The receiver is also a 
recharging stand (think “electric razor”), so while the high- 
power requirements of the mouse make the NiCad batteries die 
quicker, all you have to do is pop it into the stand when you’re 
not using your computer to keep the power levels topped off. 
The MX 500 is the corded twin of the 700, and there’s a corded 
budget model (MX 300), but the cordless wonder is the 

star of the show. 


MX 700 Cordless 
Optical Mouse 
MSRP $79.95 

RATING KK kk * 


Computer 
air MX 500 Optical 
EDITOR'S 
CHOICE Mouse 
MSRP $49.95 


RATING * kK * * 


MX 300 Optical Mouse 
MSRP $39.95 RATING * *& *& 


Elite keyboards for 3l133t players 

If there’s a difference between Microsoft’s new keyboards and the 
Elite Keyboard from Logitech, it’s that Logitech’s look cooler. 
They sport the same black styling with silver highlights you can 
find in the Wireless Optical Desktop Pro, only it’s available in 
both tethered and cord-free versions. The cordless model comes in 
a package with a cordless mouse, which is okay but not nearly as 
nice as the new MxX series mice. The media and quick-launch but- 
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tons up top are basically the same as on Microsoft’s new ‘boards, 
which is a good thing, and Logitech throws in a left-side scroll 
wheel for good measure. Logitech’s software is a 
little more annoying, though, and they felt the 
need to hijack your function keys and give you 
an “F Lock” button as well. They’re still great 
keyboards, and choosing between them and 
Microsoft’s new models is mostly down 
to personal preference. 


Elite Keyboard 
MSRP $49.95 
RATING * * * * 


Cordless Elite Duo 
MSRP $99.95 
RATING * kk * 


It's a matter of touch 

Which peripheral you prefer ultimately comes 
down to only a handful of criteria. How does it look, 
how does it feel, and what does it cost? 

Given that your mouse and key- 
board are likely the only means 

of input for 99.9% of your com- 
puting time and the most impor- 
tant game controller you’ll ever 
own, we think you can’t be careful 
enough and there’s really no hardware 
out there too expensive. 

For keyboards, both cordless ones are equally i 
good, but you can’t get either one without ge _< 
also purchasing a cordless mouse that’s 
a bit to unresponsive for serious 
twich-action shooter playing. For 
corded keyboards, 

Microsoft’s new Blue 
models have a slightly better 
touch and less obtrusive software 
while Logitech’s has much cooler 
styling. Neither has USB ports on the back, 
a wonderful feature of the old Microsoft multi- 
media keyboards that’s been cut. 
When it comes to mice, you have two 
options: cord or no cord. If you’re going to go 
cordless, Logitech’s MX 700 is the clear choice, 
with it’s quick response and handy recharging 
base. None of the new wired mice are particu- 
larly mind blowing, and the good old 
Intellimouse Explorer is still king of that crop. 
Ergonomics plays a big role in mouse and 
keyboard performance, so by all means put your 
hand on the peripheral you’re about to buy if at all possible. 
Left-handed gamers have their options severely limited, as the 
companies target righties with the shapely contouring of the 
average mouse. Whatever you do, don’t settle for some crud- 
dy old mouse and no-name keyboard. If you want to have 
more fun playing games, you have to improve your means of 
interfacing with them. e 
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Veteran 


1.2,1/1 
Come Kill Me 


Egypt - Monarchy (5.5.0) 
410 AD OGold ? 


John 3:16: “Centuries after we walked around our large continent for the third time, someone invented a boat. Sometimes that's just how things work out....” 


Civilization III: 


Play the World 


Delivering everything but a satisfying multiplayer game 


by Kelly Wand 


GENRE Expanding Strategy DEVELOPER Firaxis Games 
[Www.firaxis.com] PUBLISHER Infogrames 
[www.infogrames.com] REQUIREMENTS Civilization Ill 
MULTIPLAYER 2-8 players; Internet, LAN ESRB Everyone 


Sid Meier’s Civilization II: Play The World (Meier’s 
name’s nowhere to be found in the manual credits but 
whatever) delivers just about everything except what 
it’s supposed to: a satisfying multiplayer experience. 
First, the good news. Play the World features eight 
new tribes, each with its own culture-specific unit. 
Some, like the Spanish conquistador, which can treat 
all terrain as roads or the Scandinavian berserk which 
grant amphibious assault capability early on, affect 
gameplay considerably, while others (the 
Carthaginian Numidian mercenary or Ottoman sipahi) 
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seem more ornamental than tactical (c’est la guerre). All civilizations can now 
upgrade swordsmen to the more versatile medieval infantry, and, with the dis- 
covery of Replaceable Parts, to guerillas. Fog of war can be dispersed by out- 
posts, combat values can be augmented by radar stations, and air units can be 
refueled at airfields. Civil defense provides a defensive bonus against attack and 
bombardment, commercial docks enhance trade in water squares, and stock 
exchanges boost tax outputs in the cities where they’re built. Providing a dash of 
unintentional irony, the one new Wonder of the World introduced is the 
Internet, which provides the same illogical bonus as the SETI Project: the equiv- 
alent of a research lab in every friendly city on its continent (plus a Golden Age 
if the tribe hasn’t had one already). Though the series continues to thrive on its 
agglomeration of goofy anachronisms, it’s safe to say that, as a sardonic com- 
ment on human progress (or just as a game), the current product is infinitely 
more refined than in days of yore, when building the Statue of Liberty enabled 
you to convert millions of citizens to a Fundamentalist government and nuke 
your neighbors with impunity. ; 

Firaxis has streamlined the interface to the point of making you irate in hind- 
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Extraordinary * * * * * Excellent * * * * 
Maybe * * * Mediocre * * Contemptible * 


sight you did without them so long. Virtually every possible worker action has players are ready or not. 

its own button at the bottom of the screen. You can now move units in a stack, The first, and hopefully temporary, frustration of 
and even set rally points for newly built troops. Bombardment can be automat- Internet play is that, at press time, the multiplayer 
ed, and units can be renamed just like your cities (that’s worth thirty bucks by code’s just too damn buggy, and Firaxis knows it. 
itself). Your cities, or even just the ones in civil disorder, can be cycled through Patched twice in the first month of its release (first 
from the main screen. There’s also a full-featured map editor and an impressive on the day it hit the shelves), Play the World remains 
(except for the spelling) array of new scenarios and tilesets that do everything subject to general lagginess (even early on) and “out 
from make the terrain snowy to convert barbarians into velociraptors. A set of of sync” crashes that are the norm rather than the 


exception. The second problem is more esthetic (and 
perhaps simply a matter of taste): Civilization is, was, 
and should always be a long game. That’s what 
defines it more than anything: epic scope, and the 
glorious collision of aforementioned anachronisms. 
Even playing in turnless mode, the shortest of the 
bunch, requires many hours of uninterrupted play— 
even massively multiplayer online role-playing games 
don’t expect you to be on the clock (literally) for so 
long without respite. Playing by e-mail is less gruel- 
ing but also elongates gameplay to an absurd scale 
and hassle: you have to e-mail your moves to your 
opponent as an attachment, then she/he has to put it 
in their savegame fold- 
er and load it up, do 


[left] “Look, guys, | spelled my , a 
name!” “Just irrigate, Jules. For their turn, and mail it 


once in your miserable purple back. If a game of 
life.” >>> [inset] Playing on chess played thus 


a me takes months, the 
— mind boggles at how 
long a single game of 
Civilization could 
wind up becoming. 
It’s almost like play- 
ing the game in real- 
time millennia, only 
more languid. 
Despite the miscal- 
culations and bugs, 
though, Play The 
World offers enough 
new tribes, units, and 
wackiness to infuse 
the single-player 
Civilization addict or 


new possible victory conditions add even more 
nutmeg to the nog, such as the brutally cutthroat 
Elimination mode, in which when you lose a city, 
anywhere on the map, you’re out of the game 
(this affects your building priorities considerably). 
In Regicide, each civilization starts with a “king” 
unit; like chess, you lose if your king dies. Mass 
Regicide is similar but with multiple kings. Still 
two further variations borrow their themes from, 
of all things, first-person shooters. In Victory 


Yeah, you'd better run away! 


Points, a riff on Unreal Tournament’s Domination well-monied newcom- 
mode, points are earned for controlling certain key areas by the end of each er with enough to tide them over until either the 
turn. Capture the Princess, a takeoff on Capture the Flag, gives each player a multi’s fixed, or Civilization IV, whichever comes first. 


defenseless “princess” unit that can only be moved by your enemies; if they get 
her to their capital without you recapturing her, they get 10,000 
victory points (and you get her back, just like in real life). 

The headline act, though, is of course, the multiplayer func- 
tionality, and it probably looked great on paper. Though tradi- 


UPSIDE More units, more tribes, more customizability, more variations of 
play than you could ever want 


tional turn-based games are still an option, new modes include DOWNSIDE Buggier than a rubber baby’s bumper in a Florida swamp 
simultaneous movement, which is exactly what it sounds like 
but with a countdown timer; “hot seat,” in which each player RATING KKK 


takes a turn at the same keyboard (bring a date); playing by e- 

mail (more on that below); and the genuinely frenetic “turnless” mode, in 
which all players conduct their moves and build orders simultaneously but 
without any interruption. “Faction upkeep” phases in which resources are col- 
lected, taxes allocated, and units produced occur at a preset speed whether the 
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[left to right] Bond must disable these missiles. Good thing he Knows how to do it. >>> Twice 


in the game you switch to third-person mode. >>> [below] Shades of Moonraker. Who knew 


Not shaken but definitely stirred, this Bond’s a mediocre martini 


by Steve Bauman 


NRE Tired Spy Action Gearbox Software 
[www.gearboxsoftware.com] P Electronic Arts 
[Www.ea.com] RE® > Pentium Ill 500, 128MB RAM 


2-32 Players; Internet, LAN Teen 


No One Lives Forever set the bar high for spy 
games—Cate Archer is essentially James Bond with 
breasts. But even if Monolith’s game didn’t exist, the 
flaccid spy action in 007 Nightfire would seem tired 
and 3D-action-by-numbers. 

It has a relatively interesting start, as Bond infil- 
trates a party to photograph all of the women. (You also discover 
that your X-ray glasses let you see the skeleton of a man and the lin- 
gerie of women.) But after teasing you with some actual spy work, 
it goes off the rails into the realm of pure, mindless shooter, one that 
makes you feel less like a spy than a generic Schwarzenegger-esque 
action hero. Making things worse are controls that feel like you’re 
ice skating through levels, a hyperkinetic mouselook that, when 
slowed down, feels like it’s moving through molasses, and dubious 
AI throughout. You can shoot a guy from across the room and the 
ones standing next to him remain oblivious to both the guy lying on 
the ground and your presence. The physics are also messed up, 
sometimes to comical effect—if you throw a grenade in a room and 
you can occasionally launch bodies into orbit. 

Imagine a James Bond game with entire segments set in thrilling 
office buildings and warehouses and you have the start of its prob- 
lems—it seems more Die Hard (the game) than Die Another Day. A 
later level is set in low-gravity space, conjuring up unfortunate 
memories of Moonraker, the time when the series didn’t even work 
as parody. There are nine total missions, some of which take as little 
as 20 minutes to finish while others can take over an hour. It’s a 
short game, and a skilled player can blast through all of the mis- 
sions in a half-dozen hours. 

The plot is as inconsequential as those in the movies. It involves 
some bad guy (of course), some missing nuclear missiles (of course), 
world annihilation (of course), and various good and bad women (of 
course). Pre-rendered cutscenes set up missions, and serve as 
rewards when you finish them, but they’re all of generally poor qual- 
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ay po Bond also knew how to operate spacecraft? 


ity and occasionally look down- 
right amateurish. Adding to the 
feeling of low production values, 
Pierce Brosnan doesn’t do Bond’s 
voice, despite his likeness appear- 
ing on the box. At least the dia- 
logue retains some of the innuen- 
do-laden style of the movies, such 
as Bond saying, “Anything can be 
penetrated with the right tool.” 
There are plenty of gadgets, and 
while most are okay, they lack the 
inventiveness of those in the 
movies or in NOLF. There’s the 
cellphone grappling hook, a PDA 
decryptor, a credit card that stores 
CDs containing magic viruses that 
are installable under any operating system, a stun gun, darts, and a 
laser watch you can use to cut your way into lockers. 

Nightfire is powered by Valve’s four-year old Half-Life engine, or 
what’s remaining of it. Its age isn’t apparent in the game’s visuals, 
which are decent enough, but in the static-y in-game audio. It was 
more acceptable in the days of Half-Life, but now makes the game 
feel cheap. At least the refined engine delivers superb network per- 
formance. Unfortunately, the actual gameplay and maps are as dull 
as they are in the single-player mode. There’s both regular and 
team standard deathmatch and capture the flag. You can use mod- 
els of characters from various Bond movies, from Oddjob and 
Goldfinger to Pussy Galore and the more recent Christmas Jones 
(worst Bond name and performance ever). Team play is overly dif- 
ficult because you can’t easily tell which team is which. 

Gearbox Software produced some excellent expansions for Half- 
Life. Nightfire shows it can still produce a game with about six hours 
of gameplay; unfortunately, it’s a full-price game. And outside of its 
swanky opening credit sequence and the appearance of the classic 
Bond theme throughout, it lacks any sense of style or sophistication. 


Nifty opening credits, music screams “Bond,” some clever 
repartee 


Dull and predictable, over as fast as the latest movie, little 
spying 


EverQuest: Planes of Power 


amc 


GENRE Eternally Massively Multiplayer Add-on 
DEVELOPER/PUBLISHER Sony Online 
Entertainment REQUIREMENTS Pentium II 400, 256 
MB RAM MULTIPLAYER You Bet ESRB Teen 


When assessing whether or not you like 
a game, probably the last thing on your 
mind is the savvy of its marketing strategy. 
With Planes of Power, though, you really 
have to hand it to the suits at Sony. They 
took inventory of EverQuest’s player base, 
and put together an expansion that is about 
as good as it gets for the core community. 
This fifth iteration of the EverQuest 
experience takes what you like about the 
game and enhances it, adding a bunch of 
new content including 20 new zones, over 
70 new NPC models, expanded quests, a 
more strategic combat model, new spells, 
new tradeskill items, and a remarkably 
improved musical score. The new god- 
themed Planar zones are fabulous, with an 
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How did the Nazgul get to Norrath? >>> Polygons sometimes appear abruptly during on-the-fly 


rendering. 


otherworldly flavor. In the Plane of Air, for 
example, you walk through what look like 
corridors of frosted glass surrounded by a 
gorgeous vista of clouds and sky. 

Probably the biggest complaint about 
this product is that the content is tailored 
for players between the levels of 60 and 65, 
which is the new level cap. These players 
will enjoy an entire storyline when travers- 
ing the Planes, a single “mega-quest,” if 
you will, and will be able to obtain all of 
the nifty uber spells available at their level. 
Another complaint is lag. And yes, there is 
some lag, but you’re used to that, right? 

Since the game sports a $30 price tag, 
lower-levels players might be hesitant, 


especially if they can’t imagine ever reach- 
ing level 60. But it’s worth buying any- 
way, regardless of level, because you 
spend more time actually playing the game 
than going from point A to point B, or 
waiting for “corpse retrieval.” The Plane of 
Knowledge, which is available to all play- 
ers regardless of level, has portals to most 
major cities. This, and the “your-corpse- 
appears-in-a-graveyard-when-you-die” fea- 
ture allows you not only greater mobility, 
but a whole lot more time to do the fun 
things. Is this a big huge deal? Well, sure, 
but if you’ve never played any version of 
EverQuest before, you'll probably want to 
save up for EverQuest 2. —Cindy Yans 


Need for Speed Hot Pursuit 2 


CIM « x * 


GENRE Exotic Driving DEVELOPER/PUBLISHER 
Electronic Arts REQUIREMENTS Pentium II 400, 
64MB RAM MULTIPLAYER 2-6 Players; Internet, 
LAN ESRB Everyone 


There’s something undeniably appealing 
about tooling around in exotic cars that 
only rock stars, drug dealers, corrupt 
CEOs, and John Carmack can afford, and 
it’s one of the primary appeals of the Need 
for Speed series. The original Hot Pursuit 
added a “you’re the cop” mode to the stan- 
dard racing mix, and Hot Pursuit 2 is a 


nearly identical sequel. As with every 
game in the series, it looks and sounds 
fantastic, though framerate and control 
wise, it feels sluggish on even the most 
serious hardware. Unfortunately, it 
replaces the near-perfect balance of arcade 
reactions and plausible physics of the best 
game in the series, Porsche Unleashed, 
with bland, floaty handling. And though 
the acceleration rates and cornering limits 
are different, a front-engined car handles 
like a mid-engined car handles like a rear- 
engined car. 

Despite a race-to-race level of difficulty 
that’s all over the map, there’s plenty of 
tracks and cars to play with in both single- 
player and online, though the latter is 
prone to a lot of warping. There are two 
modes, Championship (straight races) and 
“Hot Pursuit” (watch out for cops), which 
use a tree-like structure to unlock 
advanced races and cars. Points earned 
unlock additional cars and tracks, but it’s a 
hollow victory because you have sampled 
all of those cars and tracks in the standard 
race modes or online. 

While the tracks and cars are beautiful, 
the visible car damage is so subtle you 
may not even notice it. (And who doesn’t 
want to visibly and obviously trash a quar- 


ter million dollars worth of iron?) The AI 
is brutal, generally ignoring your position 
on the track and running you off the road 
at will. The police cars have impossible 
levels of acceleration and cornering, which 
makes some of the “Hot Pursuit” races 
incredibly frustrating. 

Pretty to look at but sluggish and frus- 
trating, Hot Pursuit 2 is decent enough, but 
something of a step backwards for the 
series. While it’s great to see it return to 
the PC after a three-year absence, it doesn’t 
reach the heights of previous editions. — 
Steve Bauman 


[left] This isn’t the kind of civilized driving you 
expect from a Mercedes owner. >>> [above] It’s 
not hard to spin out a cop, but their supersonic 
acceleration and cornering lets them catch up 
way too easily. 
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Since one world is never enough 
by Matthew Peckham 


Statue of the 
goddess 
Almalexia, one 
tough sword- 
wielding mama. 


= Epic Role-playing 
Bethesda Softworks [www.bethsoft.com] 
Pentium III 500, 128 MB RAM 
None Teen 


Drop-kicking the notion that “less is 
more,” Bethesda tapped a few jugulars ear- 
lier this year with a role-playing game that 
gloriously married the terms “epic” and 
“addictive.” Half a year later, the official 
expansion pack has arrived, adding two 
major locations, buffing up the monsters, 
and fixing the game’s untidy journal sys- 
tem. Though it feels at times like an exten- 
sive user mod, Tribunal is worth the dough 
if you’re wondering what to do next with 
your level 30 pet demigod. 

The expansion slips right into the main 
game, living with your other plug-ins as a 
second “master” file, and you can start 
with any character, from any point in the 
main quest. The premise is simple but 
intriguing: the first time your character 
sleeps, you’re attacked by an assassin from 
the Dark Brotherhood. After killing the 
poor fool and copping his sexy black duds 
for yourself, you’re impelled to hunt your 
hunters by traveling to Morrowind’s 
ancient capital city, Mournhold, where 
once again the deceptively simple detours 
into dark cabals and knotty counter-plots. 
Good fantasy, it seems, still borrows copi- 
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ously from good soap opera. 

Travel to and from Mournhold is accom- 
plished via teleportation, courtesy of a mage 
in Ebonheart (and one in Mournhold to send 
you back). It doesn’t cost anything, and you 
can use the service at your leisure, but it 
brings up the first problem with the expan- 
sion: you can’t walk out the front gates and 
explore the countryside because it doesn’t 
exist. When you’re in Mournhold, your world 
map represents you as still in Ebonheart. 
You're not allowed to levitate in the city 
proper because Almalexia will suffer no one’s 
head to be higher than her own, which is 
really a pretty flimsy trick to prevent anyone 
from flying over the walls of the city into 
nowhereland. It’s not a serious problem, but 
forewarned is forearmed: the stitches show 
through much more in the expansion than 
they did in the original. 

As promised, Mournhold is quite massive, 
slightly larger than Balmora but not as enor- 
mous as Vivec above-ground. Venturing below the surface, which you 
do soon after you arrive, yields a mish-mash of torch-lit caverns, 
water-soaked ruins, and foul sewers chock-full of some of the most 
powerful monsters to grace the game. New and more satisfying beast- 
ies include goblins, lich lords, and the creepy Fabricants. Older bad- 
dies are back with a fresh coat of whup-ass, and creature difficulty 
jumps swiftly from pansy to insane in the space of a few steps. 

Much improved is the journal system, which in the original simply 
recorded everything in sequential order. Pending quests are now 
indexed on one page, and a simple click brings you to the relevant con- 
versation pieces. Be warned: it can take up to 30 minutes to parse old 
quests if you start from an existing game, but it’s worth it. Just seeing 
the quests named out is invaluable, and don’t be surprised if quests you 
thought you’d finished show up again with continuation points. The 
only sore spot is that this brilliant fix should have been in a patch, for 
free. Other new and welcome enhancements include the ability to place 
notes on the map, pack animals to store collected goods, and mercenar- 
ies that will follow you into the breach for the right price. 

When you add up the good and bad, you get a strong extension to 
Morrowind’s story tacked onto several new areas that feel like well 
done user mods. If you’re the kind that thinks Robert Jordan’s Wheel of 
Time series is too short, then Tribunal is for you. Pick it up if you’re 
looking for another 20 plus hours of reality dissolving entertainment. 


More quests, more monsters, and lots more spelunking—the 
impossibly big just got bigger 


Not as polished as its parent, often feels like a user mod, the 
improved journal system should have been a patch freebie 
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by Tom Chick 

Adventure Konami 
[www.konami.com] Pentium II] 70O0MHz, 
64MB RAM None Mature 


As a horror game, Silent Hill 2 gets points for not 
being about flesh-eating zombies, evil scientists, lab 
accidents, or genetic anomalies, but then it turns 
right around and loses points for not being about 
anything coherent either. The whole thing has a 
“what the hell is going on here?” sensibility that 
never lets up, even after the game is over. 

This isn’t just a matter of a typical horror plot that 
doesn’t hold up under scrutiny. It’s the sort of intrin- 
sic senselessness you get in David Lynch at his most 
obtuse, where most of the supposed resolutions raise 
more questions than they answer. In fact, you’d be 
hard pressed to answer any question Silent Hill 2 
raises. Who are these people? Why are they here? 
What are they doing? So did he really do that? So is 
she really who she says she is? Why are there mur- 
derous nurse mannequins running loose in the 
streets? Who was the fat guy who was found vomit- 
ing into a toilet and then went to get pizza at the 
bowling alley? And why is the villain wearing a 
bathtub on his head? This inscrutability is alternately 
intriguing and tedious, and ultimately unsatisfying. 
But at least it’s unique. 

The premise is that a man gets a letter from his 
wife, asking him to meet her “at their special place” 
in the town of Silent Hill. The twist? She’s been 
dead for three years. The game begins with the man 
staring at his reflection in the mirror in a rest stop 
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bathroom just outside town. The roads are closed, so he has 
to cut through some foggy woods where Silent Hill 2 intro- 


The horror... the horror... and those puzzles... duces its superb sound design 


and its beautiful use of 
limited visibility 
through fog and 
lighting. What follows is five to 
ten hours of combat, puzzle 
solving, and exploration, 
played through a grainy filter 
that gives it an unsettling and 
effective texture. The game 
has been ported from the 
Xbox and Playstation 2 (as 
you can tell by the “Do not 


turn 
off power 
to your PC” message when 
you’re saving a game) and it 
looks great, some awkward 
animation notwithstanding. 
Although you can save any- 
where, there are superfluous 
save points throughout the 
game for some reason. 

The combat is disturbing, 
sometimes because the fixed 
camera angles make it difficult, 
but more often because you’re 
pummeling or shooting twitching glistening things with flopping limbs. Unlike the 
zombie splattering games that pass for horror, combat is largely optional. You can 
avoid most monsters, and you can even dial the combat difficulty down when you 
start a game. This is more an adventure than an action game. 

But the puzzles that make it an adventure game are often contrived. Silent 
Hill 2 is steeped in the sort of adventure game logic whereby you have to go to 
great lengths to unlock a box only to discover a strand of hair that you’ll use 
with a bent needle to fish a key out of a shower drain. For instance, to open a 
hatch with no handle, you have to combine a lighter, a wax doll, and a horse- 
shoe. You see, you’re using the lighter to melt the wax to hold the horseshoe in 
place, which serves as an impromptu handle. Get it? 

When asked about the meaning of their movie Barton Fink, directors Joel and 
Ethan Coen refer to it as a “state of mind.” The same could be said of Silent Hill. 
This is a shifting metaphysical limbo, a dream state more than a town. When 
you use a can opener to open a can and find light bulbs inside, you get a sense 
that these puzzles are part and parcel of this surreal world. The point of the 
game isn’t to find out why that guy has a bathtub on his head; the point is that 
you'll be playing late at night and you might stop to listen because you thought 
you heard something in the other room. Don’t try to make sense of it. Just 
enjoy the slight tingle on 


the back of your neck. 
Very creepy 


[from top] That’s her in the corner, 
that’s her in the spotlight. >>> Is 
there a locksmith in the house? 
>>> Sitting too close to the TV 
isn’t good for you. 


Makes no sense 


Tactical Simulation Silver 

Style Simon & Schuster Interactive 
Pentium Ill 600, 128MB RAM 

2-8 Players; Internet Teen 


Now that the specter of nuclear holocaust 
has been banished unto the realm of 
hokey Roger Corman flicks, the eschatol- 


Action Radon Labs 
PUBLISH CDV Pentium III 
450, 64MB RAM | 2-8 Players; 


Internet, LAN Teen 


For its tendency to wander aimlessly 
among about a half dozen different styles 
of gameplay, the name Project Nomads is 
apt. It meanders from collecting and mix- 
ing artifacts to running around on foot and 
slinging battlespells at giant bugs. One 
moment, it’s a listless rail shooter, the next 
it’s a superficial base building game. It 
veers from frustrating arcade flight sim to 
lame adventure exploration Tomb Raider 
wanna-be, with cutscenes that feature 
some of the worst voice acting this side of 
a furniture store commercial on a local AM 
station. Project Nomads visits boss battles, 
base battles, and interface battles. And it is 
positively French in its refusal to make 
much sense at all. 

It might have been a mildly entertaining 
trip if the controls weren’t so clunky and 


[left] The chopper is your reward for surviving this 
brutal mission. >>> [below] Blasted villages? Run- 
down cities? You'd think this was the apocalypse 
or something. 


ogy du jour is widespread biological war- 
fare. At least, that’s the theme of Soldiers 
of Anarchy, which puts the player in com- 
mand of several post-apocalyptic warriors 
staking their claim in a world ravaged by 
viral destruction. 

As your erstwhile soldiers of anarchy 
battle across ten-plus utterly sprawling 
Campaign missions, you commandeer one 


of the biggest arsenals ever seen in a game 


of this type, with your weapons ranging 
from infantry-level firepower (knives, 
rocket launchers, countless varieties of 
machine guns) to tanks, to jet fighters. 
Each soldier gains skills and a wealth of 
customization options 
as they progress in 
the campaign, and 
the vehicles they 
command can also be 
outfitted with a vast 
variety of upgrades. 
The gameplay itself 
is largely real-time, 
and that’s where it 
takes a stumble for the 
worse: the targeting is 


O brave new world that hath such random game- 


play in it. >>> [right] Take that, Howard Hughes! 


limited. It’s hardly surprising that a game 
that tries to cover so much territory isn’t 
really comfortable in any one place. But 
just when you're getting used to shooting 
laser beams at funky winged things, you 
have to get out of the turrets and walk 
around to look for some sort of doo-dad. 
After which you’ve got to play some inane 


flying-in-formation puzzle with a bunch of 


other airplane things. And so on. 
At least it looks interesting. The whole 


clumsy, the camera requires constant 
babysitting, and the pathfinding is dodgier 
than a Thunderdome sequel. The graphics, 
likewise, are uninspired—for a game about a 
postapocalyptic future, you’d think the artists 
could have worked up a style beyond the 
very functional texturing and chunky plain 
(GI) Jane 3D models. And what’s up with 
the drippy goth rock at the menu screen? 

A patch released shortly after the game 
improves pathfinding significantly over the 
retail release, though it still remains fairly 
dumb, and it adds the option to pause for 
orders. The latter makes the game quite a 
bit more accessible and lets you delve into 
the joy of squad management without tax- 
ing your motor skills. 

Despite the surface prob- 
lems, there’s a lot of real 
depth to Soldiers of 
Anarchy—just kitting out 
your team can take almost 
as long as a mission itself. 
For the folks who jones for 
squad-level tactics in the 
vein of Shadow Company, 
it’s worth scoping out. 
—Douglas L. Erickson 


vibe is a sort of Rocketeer 
Jules Verne thing, with 
blimps and biplanes and the 
odd unfortunate wizard with 
a long white beard. The 
game world is an ether 
region filled with floating 
rock islands. Stick an engine 
on one of the islands and it 
becomes a base you can 
drive around, collecting more 


stuff to stick on it. Unfortunately, the canned 
plot does all the driving and you’re just 
along for the dull weird ride. —Tom Chick 
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Starfleet 
Command lll 


A next generation 
in combat simulation 
by Andrew S. Bub 


GENRE Strategy DEVELOPER NCsoft 
CorporationTaldren [www.taldren.com] 
PUBLISHER Activision [www.activision.com] 
REQUIREMENTS Pentium Ill 450, 128MB RAM 
MULTIPLAYER 2-8 players; Internet, LAN 
ESRB Everyone 


Taldren’s original Starfleet Command took its inspiration from the 
classic Starfleet Battles tabletop game and the result was a heady mix of 
Star Trek concepts, aliens, and ship design and an intense hardcore tac- 
tical naval combat simulator. The series warped from Interplay to 
Activision, which means they’re now using the Next Generation license. 
The transition proves smooth, as Starfleet Command III is easily the 
most accessible and beautiful Trek combat simulator yet. Ultimately, 
though, it’s only a small upgrade from the previous mission. 

Starfleet Command III winnows out the more obscure alien races in 
favor of the three Next Gen standbys, the Federation, Klingons, 
Romulans, and adds in the premier bad guys, the Borg. This means 
we've gone from the unwieldy eight factions in Orion Pirates to a 
more manageable four. Starfleet Command III also uses the same 
interface for each faction, where previous games tailored the look for 
each race. This is a good thing—the interface was complicated enough 
without having to read it in Klingon. But the fact remains that, from 
the start we have fewer options and fewer ships, this time out of 
space dock. 

Starfleet Battles fans will cry foul, but the game is arguably 
stronger with its simplified focus. Weapon controls are easier to use, 
as is helm control, but using transporters, engineering, and naviga- 
tional special features like Erratic Maneuvers and High-Energy Turns 
remains unintuitive and a few too many clicks away. Added is your 
ability to perform an “in-system warp,” which is perfect for getting 
out of trouble. It also means you can now perform the “Picard 
Maneuver,” which the true-Trekkers know about. There are only four 
shield facings now, which makes it easier to both knock down enemy 
shields and bolster your own. Despite the changes the game can hard- 
ly be considered friendly to new players. Studying 
the tutorial and memorization are still necessary, UPSIDE 
even for experienced players, which is a pity because 
once again the tutorial is dull and plodding. 

The tutorial also highlights the main problem with 
the entire Starfleet Command series. The game is long 
on tactics and breathtakingly beautiful graphics but 
completely lacks personality. The only speech comes 
in the tutorials with Patrick Stewart’s basso rumble 
filling in for Sulu’s sharper baritone, but that’s it. This is probably a 
holdover from the tabletop origins of the game, but the PC is capable of 


DOWNSIDE 
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Five ships fighting against a nebulae backdrop. The combat 
areas are varied and gorgeous. 


so much more and adding a real story, a true cam- 
paign, to this excellent tactical engine would elevate 
the series to perfection. This combat engine could 
power a remarkable role-playing game. 

Starfleet Command III includes a robust encounter 
generator, making it possible to pit whatever ships you 
like against each other, engage in massive fleet versus 
fleet battles, or even summon up a Borg Cube and a 
horde of Federation ships to create your very own 
Wolf 359. This time out the Dynaverse is in working 
order out of the box, and it proves a compelling expe- 
rience. You can meet and fight with players in a sec- 
tor-by-sector dynamic universe across a handful of 
Activision servers, or you can fight in standalone bat- 
tles against one or many people. The tactical combat is 
even more satisfying against a human foe than against 
the extremely sharp artificial intelligence. 

As it stands Starfleet Command III continues to 
deliver state-of-the-art visuals combined with a com- 
plex and satisfying tactical combat engine in both 
single-player and over the Internet. Yet, beyond 
depth in combat and tactics, it still fails to engage on 
any level other than visually and tactically. If that 


sounds good, then make it so. If not, best wait for the 
next five-year mission. 


The Next Generation license proves a perfect fit, and the 
Dynaverse works now 


The franchise still lacks Trek’s ample personality; with fewer 
races and ships there’s less bang for your buck this time out 


zkKkKky 


Trash Empire Building 


Jaleco 
Pentium 450, 64MB RAM 
None 48 Teen 


The “Tycoon” 
genre of games 
reaches it nadir, of 
sorts, with Trailer 
Park Tycoon. It lets 
you build the trailer 
park of your dreams, 
or at least those of the 
mullet-headed, scream- 
ing chicken Trans Am 
driving, and tube top 
wearing segment of the 
population. You have (over- 
ly) limited tools to design 
the basic layout of your trail- 
er park, but you can add various items to 
make the individual double-wides 
trashy/flashy or cool/old-school in order 
to attract new residents and keep existing 
ones happy. 

Once you’re past the stereotypes and 


S$ 15,097 


Day 1 Week 36 


The fail states for each scenario are usually 
pretty funny, from invading aliens vaporizing 
your residents to meteor showers trashing the 
place. Or tornadoes, of course. >>> [top] 
Tabloids pop up to give you occasional hints, 
or just add to that oh-so-wonderful atmosphere. 


have grasped the idea that making some- 
thing really tacky might actually be a good 
thing—in other words, once you've fig- 
ured out the basic mechanics of the 
game—it turns out that the game’s way 
too easy. Its simplicity, which is a virtue 


early on, never gives way to any sort of 
complexity. Once you’ve blasted through 
the “Easy” and “Hard” campaigns, and 
completed the few scenarios it offers, 
there’s nothing left to do. There is a sand- 
box mode for unlimited play, but you have 
so little control over things like 
theming and trailer design that 
it’s wasted. 

Trailer Park Tycoon is funny 
in a Joe Dirt kind of way and 
offers a few hours of trashy 
entertainment. It looks sur- 

prisingly good, features a 
simple and intuitive inter- 
face, and is better than 
you might expect— 
maybe better than it has 
any right to be consid- 
ering its name and 
topic—but there’s just 
not much “game” to 
it. —Steve Bauman 


Bug Jumping Blitz Games 
Infogrames 
Pentium 450, 64MB RAM None 
Everyone 


The thought of a turbocharged version of 
Frogger is pretty goofy, and sure enough 
Zapper is a goofy game. Created by the 
folks responsible for the surprisingly enter- 
taining Frogger 2: Swampy’s Revenge, 
Zapper is basically the same game, only 
with a “sassy” cricket in the lead instead of 
a frog. If you can see it trying to be a fran- 
chise with every clever cut scene and cute 
animation (does the world really need an 
“edgy” cricket?), it’s also, like Frogger 2, 
solid entertainment. 

Much like Frogger, you move on a fixed 
path through various levels, collecting 
eggs, freeing bugs and other glowing 
things, and doing all of those things that 
exist only in the wonderfully illogical 
world of the videogame. The levels are 
attractive and colorful, with obvious goals 
and solutions for the various puzzles. You 
control Zapper with a gamepad or key- 
board, though the pure digital precision of 
the latter control makes it surprisingly 
superior. The twist in the controls is that 


Zapper needs to rotate in place as he 
immediately leaps forward when moving 
in one direction. A lot of the challenge 
comes from mastering those quick rota- 
tions, as you often find yourself on collaps- 
ing objects, needing to rotate and jump to 
your safety. 

Zapper isn’t particularly difficult or frus- 
trating, at least until the later worlds, and 
the lack of similar games on the PC makes 
it considerably fresher than it does on the 
various console platforms. It looks and 
sound good (particularly the glow on your 
cricket’s antennae) and features gameplay 
that, while not particularly original or cut- 
ting edge, is highly refined. It’s also terrific 
for all ages and a reminder that sometimes 
a solid jaunt through a colorful little world 
is better than plodding through yet another 
post-apocalyptic wasteland. —SB 


[above] Oh look, it's Frogger... no wait, it’s 
Zapper. Whatever. >>> [below] Gotta watch out 
for those scary ghosts. 
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Bernt Darn the torpedoes, full speed ahead! 


fleet scenarios. You can play against (or coopera- 
tively with) other players against the AI. There are 
three races, each with its own ships, and about a 
half dozen types of distinct weapons with minor 
variations. You can even buy crew members to 
assign to specific stations. The graphics are sharp 
and beautiful, the ship designs are clever and var- 
ied, and the setting are imaginative, with “terrain” 
that includes storms, volcanoes, currents, black 
a holes, and even roaming dragons and space 
— ; y whales. Even though there was only one ship-to- 
uf ship combat scene in the movie, which involved 
mainly pirates boarding a merchant ship, the 
game manages to be true to the spirit of the movie 
while offering a rich box of gamestuff. 
Unfortunately, Barking Dog has streamlined it 
to a fault. A lot of the game’s depth is invisible 
while you’re playing. For 
instance, most of the 
weapons have an optimal 
range, but there’s no indi- 
cation of this while you’re 
playing. There’s no way to 


Treasure Planet: Battle at Procyon 


Because kids aren’t smart enough to use hotkeys 
by Tom Chick 


74 


GENRE Real-time Strategy DEVELOPER Barking Dog [www.bark- 


ing-dog.com] PUBLISHER Disney Interactive [www.disneyinterac- 
tive.com] REQUIREMENTS Pentium Ill 450, 64MB RAM 
MULTIPLAYER 2-8 players; Internet, LAN ESRB Everyone 


You probably don’t buy a lot of games based on 
Disney movies, but what if they were created by rep- 
utable game developers? Would you pick up a 
Monsters Inc. massively-multiplayer online role-play- 
ing game by Verant, or a Lion King real-time strategy 
game from Ensemble? 

This is the real challenge for Treasure Planet: 
Battle at Procyon, where the primary struggle isn’t 
with the fierce Procyons, but with that insurmount- 
able beast known as “gamer aversion to kiddie titles,” 
sometimes called “preconceptionitis.” Perhaps Disney 
might have been better off swapping the subtitle and 
title, putting “Treasure Planet” in smaller print on the 
other side of the colon, because this isn’t a kiddie 
game. It was created by Barking Dog, the Vancouver 
developers who have bounced from genre to genre 
with aplomb. These guys are behind Global 
Operations, the retail version of Minh Le’s Counter- 
strike, and, most relevantly, the superlative Cataclysm 
expansion to Relic’s Homeworld. Now they’ve taken 
Treasure Planet’s aesthetic—18th Century sailing 
ships floating in outer space—and built it into a 
streamlined Starfleet Command clone. 

You control a ship, in real time, on a 2D plane, 
maneuvering it into the best attack position and firing 
your weapons individually. There’s a single-player 
campaign that involves a lot of sailing around 
between the action bits, but the meat here is a full-fea- 
tured skirmish mode with pre-set and build-your-own- 
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display firing arcs on the 

map to know where you 
need to be to bring a particular weapon to bear. A helpful dotted line 
shows the path of your ship’s movement so you can see the relation- 
ship between speed and turning rate, but there’s no indication of how 
maneuverable different ships are, how fast they’re going, or what 
weapons they’re sporting. There are elaborate damage graphics for 
each ship model, which you can supposedly use to figure hull and sail 
damage. But there’s no indication of crew state, which should deter- 
mine when or whether you’d want to grapple with and board an 
enemy ship. There are only limited keyboard commands. Anyone 
who’s played Starfleet Command will miss hotkeys for specific 
weapons. As it is, you get to aim at where you want to shoot with 
your mouse cursor and then click the tiny icons to actually shoot. 

You only directly control your command ship while the AI runs 
everything else. You can move computer-controlled ships or tell them 
to stay put, but larger fleet battles are essentially spectator sports. 
Ideally, you should keep your ships in a tight formation, carefully 
maneuvered to bring the maximum number of weapons to bear, but 
this doesn’t work very well when the AI is playing it like a free-for-all 
bumper car Boatnik melee. You can pause single player games, but 
there’s no variable speed setting, which would have made everything 
less frantic. As it is, ships move so quickly that you can’t help but 
long for joystick support. 

There’s more of a full-featured game in here than you’d expect 
from a box with Disney on the front, but there’s much less than you’d 
expect from Barking Dog. They’ve made something complex and 
sophisticated and then locked most of it away under a dazzling imagi- 
native front end. 


UPSIDE Looks great and really captures the spirit of the movie 


Too much of the game is kept under the hood 
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Medal of Honor Allied 
Assault: Spearhead 


CC +» 


GENRE First-Person Shooter 
DEVELOPER/PUBLISHER 
Electronic Arts REQUIREMENTS 
Medal of Honor MULTIPLAYER 
2-32 Players; Internet, LAN 
ESRB Teen 


The box for the Medal of 
Honor Allied Assault 
expansion pack bears a 
warning in large red letters: “You don’t 
play, you volunteer.” Since the U.S. 
Army’s unofficial first rule of survival is 
“never volunteer,” this tagline serves as an 
ominous portent of things to come. A 
crack team of designers went over the orig- 
inal game’s single-player campaign with a 
fine-toothed comb, identified all of the fea- 
tures that made it entertaining, and then 
lined them up and executed them by firing 
squad. Spearhead has exactly two redeem- 
ing qualities: an interesting new multiplay- 
er mode, and the fact that it is mercifully 
short. You can finish the entire single-play- 
er game in a single evening, with time left 
over to take a dinner break, watch an hour 
or two of television, and then turn in 
early. Some demos are longer. 

Allied Assault was rife with heavily 
scripted cinematic sequences that brought 
the World War II battlefield to life around 
you. In Spearhead, the cinematics just feel 
heavy-handed—a thinly veiled series of 
contrivances and design twists stolen from 
the original game and used here to much 
lesser effect. One of the game’s worst 
sequences combines two of gaming’s most 
hated shticks: the rail shooter and the 
“keep your idiot companions from getting 
themselves killed” mission requirement. 
Some of the threats kill your buddies 
before you can even spot them, so you 
have to restart—often—to figure out the 
precise sequence of actions that will see 
you through this gauntlet. The rest of the 
campaign is a three-hour series of groan- 
inducing shooting galleries, “gotcha” 
moments, and puzzles that break if you 
fail to act exactly as the designers expect. 

The expansion’s new multiplayer mode 
provides a brief respite. The new “Tug-of- 
War” game mode is like a cinematic version 
of Battlefield 1942, with objective-based team 


worth buying. 


goals (such as stealing an Axis U-Boat) and 
the ability to neutralize enemy spawn points. 
It is entertaining, but not nearly as entertain- 
ing as Battlefield 1942, and only four of the 
expansion’s 12 new multiplayer maps func- 
tion in Tug-of-War mode. There is no reason 
to own both of these games, though you 
should definitely buy one of them. Hint: don’t 
buy this one. —Benjamin E. Sones 


Front Office Football: 
The Fourth Edition 


ERIM « « x) 


GENRE Text Football DEVELOPER/PUBLISHER 
Solecismic Software REQUIREMENTS Pentium 100, 
32 MB RAM MULTIPLAYER None ESRB Everyone 


Front Office Football: The Fourth 
Edition lacks the flashy menus 
and the NFL licensing present in 
the EA Sports-produced third edi- 
tion, but the core game is better 
than ever. Unfortunately, a few 
unnerving bugs tarnish what is 
otherwise an excellent product. 
What makes the Fourth Edition 
sO appealing is that it allows you to 
play the game any way you wish. 
There are Many micromanagement 
options if you want to jump in 
with both feet and operate every 
facet of an NFL franchise. Details 
such as calling certain plays and 
formations in specific situations to 
deciding what each player does 
during training camp are common- 
place. There’s a lot more “stuff” to 
keep every stat freak happy: more charts to 


[left] This tank will Kill your buddies and 
end the mission if you do not start firing 
on it well before it is properly visible. 
>>> Nazis hate it when you steal their U- 
Boats... the new multiplayer mode is fun, 
but not fun enough to make this game 
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study, more player ratings, 
and more stats, period. Best 
of all, if you feel over- 
whelmed by all of the 
options and charts, you can 
allow your scouts and 
coaches to take over. 

It’s unfortunate that the 
initial release has its share 
of frustrations. One of the 
more annoying quirks is 
that players tend to retire 
very early in their career. 
This is understandable if a 
player suffers a major 
injury, but when an all-pro 
level player calls it quits 
after six seasons for no apparent reason it 
makes it extremely difficult to build a good 
team over time. Attendance numbers are 
also out of whack. After the 2003 season, 
the Chicago Bears drew 8,000 people per 
game and the Browns a paltry 12,000 
despite having strong fan backing. 
Importing players from Solecismic’s fantas- 
tic college game (The College Years) also 
doesn’t work as advertised as injured play- 
ers do not heal properly. None of these 
issues make the game unplayable, but it’s 
aggravating all the same. 

Solecismic Software has a great track 
record of fixing its games in a timely man- 
ner, but it’s a shame that we need to wait 
for such an important patch after already 
coughing up $35. —William Abner 


Front Office Football: The Fourth Edition may 
be purchased only through www.solecismic.com 
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The game is littered with charts for you to study. 
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O.R.B.: Off-world 
Resource Base 


A long time in the oven, but it came out fresh 
by Dave Perkins 


GENRE Real-time strategy DEVELOPER/PUBLISHER Strategy First [www.strate- 
gyfirst.com] REQUIREMENTS Pentium Ill 600, 128MB RAM MULTIPLAYER 2-4 
players; Internet, LAN ESRB Everyone 


Games that spend multiple years in development often suffer for it, 
with dated graphics and disjointed interfaces. Further, a real-time 
strategy game set in the complex 3D environment of space requires a 
superior interface just to be playable, and games like Homeworld have 
set a high standard for looks. However, despite a protracted develop- 
ment, O.R.B. has a nearly perfect interface, and its graphic engine ren- 
ders everything from the wisp of exhaust trails to the imposing bulk of 
planets with great skill. 

The single-player campaign, however, is two parts fun to three parts 
exhausting, and the plot unfortunately skips along like a sci-fi novella 
with every other chapter ripped out. A mere ten missions delivers the 
story of Malus, a betrayed people seeking revenge, to the doorstep of 
their greatest enemy. The missions play out more like tutorials than 
adventures. Another half dozen missions in the role of that defeated 
enemy reveal some interesting twists, but that first two-thirds of the 
campaign takes its toll on your enthusiasm. Almost 
every Campaign mission starts the same: build a fleet 
and wipe the area clean of enemies. The missions are 
indistinguishable from skirmish or online play, lack- 
ing a dynamic plot and/or creative objectives. Worse, 
too many missions conclude with stultifying hour-long 
searches for the last hidden enemies. 

While the enemy AI assigns its units smartly in 
battle, it has other serious problems. For example, 
you can lure an enemy capital ship and all of its sup- 
port away from a key area in hopeless pursuit of a 
tiny fighter. On the other hand, it handles other 
details perfectly. You may order, for example, a unit 
to disable an enemy ship rather than destroy it, and 
when you do, all other friendly units attempt to dis- 
able, too. 

The game’s sound and music are wonderful. The 
units acknowledge your orders in a low-key metallic 
alien language that never grows tiresome. Capital 
ships explode with grinding, metal-bending groans 
which sharply contrasts with the muted sounds of 
laser and beam weapon fire. An excellent camera sys- 
tem compliments the classy sound design, allowing 
you view the battle from any vantage point with a 
minimum of keystrokes. 

The 2D map is a marvel of design. It displays the 
ships in each fleet as colored dots or icons, and pull- 
down menus and dashed lines make it patently clear 
what each of your ships is currently doing. All of the 
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usual strategy commands are available, from 
patrolling through waypoints to guarding to creating 
groups. There are also some useful and creative com- 
mands, like the nifty “shadow”, which instructs a 
unit to follow any other while staying just outside of 
its sensor range. A half dozen formations are avail- 
able for providing concentrated firepower and sim- 
pler organization, and it is possible to pause the 
game to issue all of these orders. 

When a fleet enters a battle, its fighter formations 
break apart into smaller five-unit wings comprised of 
identical ships. While it is possible to micromanage 
these smaller formations, the game does a capable 
job of automatically matching them against the 
enemy’s to best advantage. If a game lasts until the 
capital ship phase, the player with the best-organized 
and varied fleet is more likely to win, which is a tes- 
tament to O.R.B.’s balance. 

In both online play and offline skirmishes versus 
the AI, players must cope with mobile resources; cer- 
tain asteroids provide raw materials, and all asteroids 
move slowly in rings around the battlefields. Coping 
with this requires strategic thinking, and O.R.B. does 
a nice job of handling the details so that you can 
focus on the big picture. While it is too bad that the 
campaign provides little of this sort of mental stimu- 
lation, the quality of the overall design lends itself to 
an excellent online experience. 


Some Alyssian fighters in tilted-X formation do a flyby of a 
small moon, showing off the moon’s amazing texture. 


Superb interface, graphics, and sound, attention to detail keeps 
busywork to a minimum 


Repetitive campaign, Al shows few sparks of life 
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Rallisport Challenge 


fearnc 


GENRE Dirty Racing DEVELOPER Digital Illusions 
PUBLISHER Microsoft REQUIREMENTS Pentium 
Ill 733, 128MB RAM MULTIPLAYER 2-4 players; 
Internet, LANt ESRB Everyone 


Console ports have always been viewed 
as dubious bits of unwanted, TV-addled 
propaganda in the PC gaming world, so 
when Microsoft brought one of the best 
racers on its Xbox to the PC, it’s doubtful 


Worms Blast 
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GENRE Reflex-based PuzzlerDEVELOPER Team 17 
PUBLISHER UbiSoft REQUIREMENTS Pentium Il 
350, 64MB RAM MULTIPLAYER 2 Players; Same 
machine ESRB Everyone 


Team 17 created a fran- 
chise with the original 
Worms, which took the 
classic Scorched Earth puz- 
zle game formula and 
EDITOR'S smoothly expanded it into 
CHOICE — one of the most clever mul- 
tiplayer action/puzzle titles 

out there. Now, they’ve done the same with 
Worms Blast—their little annelid mascots 
herald a significant upgrade to the classic 
design of Puzzle Bobble (known as Snood to 
the shareware crowd). The result is one of 
the most visceral puzzle games ever made. 

Bright and color-saturated, with goofy 
characters and cartoon shading effects, 
Worms Blast initially appears anything but 
intense. After a humorously bizarre tutori- 
al, that notion gets savaged as the game 


Computer 


[left] It's everyone's favorite sport, Rally on Ice! 
>>> Picturesque forest scenes are a natural 
part of any complete racing experience. 


anyone stood up and started jumping for 
joy. Just the same, Rallisport Challenge 
covers some remarkably traveled ground 
with aplomb. After all, there’s no shortage 
of games simulating this peculiarly British 
form of racing, and when compared 
against the Colin McRae’s of the world, 
Rallisport Challenge doesn’t, by any 
means, come up short. 

Like most games of its ilk, this is an 
arcade game with vague references to reali- 
ty. Physics have a fun, vaguely lifelike feel 
to them. You can tweak everything from 
the suspension to the type of tires (or tyres) 
on the car before a race, and such tweaks 
actually make a noticeable difference to the 


challenges you to level after 
cunning level, each using the 
basic gameplay model (aim 
your weapon and match the 
color of your shot to the color 
of the suspended objects) in 
ways far more clever than the 
titles that inspired it. Not only 
do you match colors, you also 
dodge falling objects, nab 
crates and stars, manage your 
water level, and collect 
weapons (lasers, shotguns, 
TNT, and grenades). While it 
may sound overwhelming, you soon find 
yourself mesmerized, lobbing paint-splatter- 
ing grenades and short-fused sticks of 
dynamite at sparkling shellacked candy like 
it’s the most natural thing in the world. 

While the puzzle mode is reasonably 
absorbing, the real action, however, lies in 
the two player mode, where the game 
becomes an exercise in the sort of sublime 
attrition that makes a classic multiplayer 
experience. Between the necessary color 
matching and the classic Worms-style 
exchanges of firepower (mines, torpedoes, 
even sea monsters), the frenetic pace 
makes even the oh-so-edgy Unreal 


Eyeballing a perfect trajectory is the key to victory. 
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control of the vehicle. Also, if you 
hit an obstacle, the car sustains visi- 
ble damage. On the other hand, if it 
flips over, plummets off a cliff, or 
incurs a variety of other events that 
could collectively be called “bad,” it 
just flips back over and pops onto 
the track again. 

For ar arcade race game, the 
specs are impressive. It’s basically 
a straigh: port of its console 
brethren, and lo ks sharp, especially at 
those higher reswlutions that the Xbox 
can’t match. The audio is generally good, 
as well, althoug]: some of the car effects 
from the longer :amera views are lacklus- 
ter. More importantly, Rallisport Challenge 
will pit you agai 1st a generous 48 tracks 
covering desert, winter, and forest environ- 
ments. There are also over 29 licensed cars 
to take for a spin, and game modes span- 
ning career campaigns, instant action, ice 
racing, hill climbing, and, of course, net- 
work multiplayer action. 

Rallisport Challenge is just as solid a 
race game on the PC as it was on the 
Xbox, and definitely one of the better 
Rally-based arcade racers out there. 
—Jason D’Aprile 
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Tournament 2003 seem spineless. 

Despite the uneven puzzle difficulty, 
Worms Blast is a stellar deal. The single- 
player Puzzle Mode occasionally reaches 
knuckle-gnawing levels of difficulty, sure, 
and the keyboard is a less-than-ideal con- 
troller for a game so reflex-driven, but you 
won't find any recent puzzler as engaging 
as this one. —Douglas L. Erickson 

Note: Our reviewer experienced some dif- 
ficulty running the game on Athlon systems 
with GeForce 4 cards. Check the official 
forums at http://wormsblast.team17.com 
for more information. 
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Robin Hood: 


The Legend of Sherwood Forest 


Stealing from the rich with the Prince of Saving and Reloading 
by Tom Chick 


The merry men 
and their tree 
houses. 


GENRE Action-Strategy-Puzzle DEVELOPER 
Spellbound Studios [www.spellbound.de] 
PUBLISHER Strategy First [www.strategyfirst.com] 
REQUIREMENTS Pentium 233Mhz, 64MB RAM 
MULTIPLAYER None ESRB Teen 


Robin Hood is a picaresque and pic- 
turesque journey into the woods, and out 
of the woods, and into the woods again. 
It’s a game of forays and raids and rescues, 
divided into episodes like chapters of a 


book. It tells its familiar story with a satis- 
fying semi-non-linear campaign that gradu- 
ally builds in scope and ends with a series 
of strategic battles. Like any good ensemble 
narrative, it introduces the characters as 
the game progresses. It knows how to draw 
you into its little world with a distinctive 
and charming style. The artwork is rich in 
color and detail, adorned with entertaining 
audio snippets. But then there’s the ticklish 
detail of how the game actually plays. 

For all Robin Hood has going for it, it’s 
constantly undone by one fatal flaw: the 
game cannot distinguish between challenge 
and frustration. The actual missions, which 
compose 95% of the game, play in unpaus- 
able real time, during which you manage 
characters with no AI to speak of. Up to five 
of them. Each with up to three special abili- 
ties. All of which need to be carefully con- 
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trolled and sometimes used simultaneously. 

As if the developers were conceding that maybe this can be a hand- 
ful, Robin Hood lets you queue a single order for each character, 
which they perform when you give the signal. It’s like a “lite” version 
of Rainbow Six’s planning phase. And like Rainbow Six, there’s a lot of 
trying and retrying, finessing your plans, and trying again. In other 
words, there’s a lot of saving and reloading. Playing Robin Hood 
means continually saving before you mess it all up and making sure 
this guy is standing out of range of this guard’s view while inching 
this guy close enough to throw out an apple to distract these other 
guards and, oh dear, who’s fighting? Well, the stealth mission has 
turned into a grand melee with more reinforcements arriving by the 
minute, so it’s time to reload. Ultimately, the staccato saving and 
reloading upstages the charm. 

Sometimes Robin Hood foregoes stealth and lets you swashbuckle 
your way around. Seeing your tiny action figures swing into action on 
these lovely detailed maps is a treat. The maps are like pictures of cas- 
tles that you look at and think, “Gee, wouldn’t it be swell if you could 
stand on that battlement and shoot arrows at those guys or jump up 
on that table in that great hall and sword fight some dudes in those 
bucket-shaped helmets?”. And you can. Although the maps are busy 
and the animated figures small, it’s a cinematic treat on a tiny scale, a 
full motion diorama in lively 2D artwork. The combat is a dandy semi- 
interactive subgame. Your men trade blows with their opponents with- 
out your help, but you can select someone and trace simple flourishes 
with your mouse, Black & White style, to perform combo moves as if 
you were twirling the blade of an epee. 

But part of what makes Robin Hood frustrating is an otherwise wel- 
come change of pace: it discourages killing. This is a kinder and gentler 
stealth game where murderous swordplay means you get fewer new 
recruits as the game progresses. In this age of Grand Theft Auto, it’s 
refreshing to see respect for life as an actual game mechanic. Even in No 
One Lives Forever 2, it’s more practical to shoot a sleeping guard in the 
head than risk him waking up. But in Robin Hood, sniping someone 
with an arrow or running him through with your sword is a last resort. 
It’s better to knock a bad guy silly with a staff, drag him into a hiding 
place, and tie him up. Which means taking personal control of your lit- 
tle men and carefully clicking the right places at the right time. Which 
means reloading and trying again when it invariably goes wrong. 

As they demonstrated with Desperados, a similar game set in the 
Wild West, the developers at Spellbound know how to take a popular 
mythos and wrap it up into a game. Now they just need to learn how 
to make their games user-friendly. Until then, its titles will be notable 
not for how good they are, but for how good they could have been. 


UPSIDE A swell swashbuckling character ensemble with style and charm 
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Not-so-swell gameplay requires more reloading than actual playing 
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Golf Simulation 
Headgate Studios 
EA Sports 
MENTS Pentium Il 


333, 64MB RAM | a em 
Wai iic> 

2-8 players; Internet, LAN EDITOR'S 
Everyone CHOICE 


Tiger Woods PGA Tour 2003 makes you 
cry, cuss, and shout. That’s usually a bad 
thing where computer games are con- 

cerned, but it has to be seen as a positive 


Fuzzy Todd 


@ Hole9 Pard Shot3 = 
Ee 


when you're dealing with a simulation of 
the world’s most frustrating sport. Headgate 
Studios has crafted a game so unerring in 
its depiction of golf’s maddening details that 
pitch-and-putters will be looking for a dri- 
ver to toss into the treetops. 

What makes it so outstanding is the 
developer’s understanding of how golf 
works. The physics engine does a master- 
ful job recreating the 12 included courses, 
modelling each slope and swell with such 
precision that the ball always rolls true. 
Hitting out of the sand, from side-hill lies, 
and chipping from deep rough is as chal- 
lenging here as it is in the real world. 
Adding to this challenge is the TruSwing 
swing system, which has been steadily 
getting better since introduced in the PGA 
Championship Golf games for Sierra. It’s 
almost puritanical in the way it allows 
you to address the ball, including an abili- 
ty to finesse putts. 

Career play has never been so success- 
fully implemented. You start with a set of 
clubs and a few thousand bucks to play 
your way into the PGA. You take lessons to 


[lower left] Count the number of Nike swooshes on Tiger's 
apparel. >>> [above] The virtual camera lets you move 


around for the best angle on putts. 


learn special shot types and spend money to 
advance in the power, accuracy, recovery, 
distance control, and putting skill cate- 
gories, while cash is earned in skill chal- 
lenges. You can also play standard golf 
game types and three season modes where 
you can jump right onto a tour. 

Everything looks and sounds great. 
Golfers can almost walk off your screen, 
shadows at dawn and dusk are postcard- 
perfect, and special effects like the thump 
of a ball coming out of a sand trap have 
been sampled from actual rounds. 

Apart from the ridiculous opening cine- 
matic that pairs lawn mowing and putting 
with heavy metal music, there isn’t a sin- 
gle misstep. Tiger Woods 2003 is one of the 
most impressive sports game on the mar- 
ket today, and arguably the biggest step 
forward for golf sims since Links 386. 
—Brett Todd 


- Third-person Action/Puzzle Solving 
PER Dragonstone Studios 
UbiSoft Pentium || 300, 64MB 
RAM PL None Teen 


It’s hard to fathom how a game like 
Dragon’s Lair 3D, which does everything 
most people hate about modern games— 
constant “gotcha” deaths, die/reload 
cycles, occasionally obscure design, ran- 
dom control/perspective switching—man- 
ages to be (mostly) entertaining. Maybe 
it’s a matter of expectations, as this “style” 
of gameplay is a hallmark of the original 
laserdisc game. Still, it’s move to 3D 
makes for an attractive, enjoyable, and rel- 
atively easy game, at least until everything 


comes to a screeching halt during 
the awful boss battles. 

Dirk the Daring is back to rescue 
the pneumatically-enhanced Daphne 
from the evil dragon, and you run 
into plenty of characters from the 
original, like the Lizard King. You 
spend the majority of time running, 
jumping, and/or swinging on ropes, 
so steer clear of this game if the 
mere thought of this style of game- 
play gives you the cold sweats. 
There are some simple puzzles and 
easy combat, but for the most part 
it’s a straight 3D platform game. Unlike 
more polished console games of this type, 
the controls are problematic; some levels 
pull the camera back and force you con- 
front a different movement scheme, which 
when coupled with the need to hold a 
“run” key all the time, requires some 
unique keyboard gymnastics. 

The biggest problems are the “boss” bat- 
tles, which is one game convention that 
needs to die a quick and painful death. 
With no saves allowed during these seg- 
ments, they give you a timewarp to what 
can make this type of game such a chore; 
the poor controls and unclear objectives 
finally overtake the warm feelings of nos- 
talgia that carry you through the rest of the 
game. —Steve Bauman 


As long as the game sticks to this style of game- 
play, it’s entertaining. >>> Ah, the old standby, 
lava world. 
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Iron Storm 


History repeats itself 
by Adam Fleet 


GENRE Alternate History Shooter DEVELOPER 4x Studio 
[www.4xtechnologies.com] PUBLISHER DreamCatcher Games 
[www.dreamcatchergames.com] REQUIREMENTS Pentium Ill 
500, 128MB RAM MULTIPLAYER 2-16 Players; Internet, LAN 
ESRB Mature 


Do you ever wonder “what if?” What if you hadn’t 
accidentally spilled coffee on the boss’ favorite 
imported suede penny loafers? What if you hadn’t 
spent the last of your pizza delivery savings on that 
florescent pink El Camino? What if you hadn’t agreed 
to dog-sit your cousin’s incontinent Shih Tzu while 
house-sitting for your girlfriend? Who knows where 
you would be now. 

Iron Storm has its own version of the “what if” 
game: what if World War I had never ended? 
Unfortunately it may leave you wondering, “what if | 
was playing a game that was more fun?” The game’s 
version of revisionist history is a gloomy 1964, where 
war has been waging in Europe for the last fifty 
years. Germany is split down the middle by a raging 
front where American, European, and Russian forces 
fight constantly to a bloody standstill, financed by the 
booming business of war stock trading on the open 
market. You step into the shoes of Lt. James 
Anderson, professional soldier, commando, adventur- 
er, and all around master of daring-do. Word has 
come down that the Russo-Mongolian forces (transla- 
tion: the bad guys) have developed a new weapon 
that could not only decimate allied forces on the 
ground, but also do serious damage financially were 
it to hit the market. Your mission is to make your 
way to the production facility, steal a prototype, and 
blow the place sky high. 

While Iron Storm may begin with an original 
premise, it quickly descends into the realm of the 
typical shooter, one that falls into many of the classic 
genre pitfalls. Weapon selection is fairly mundane, 
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Fifty years of war haven't been 
easy on this church. 


running a small gambit of 
conventional arms from sim- 
ple pistol to assault rifles and 
grenades. Lt. Anderson, not 
possessing the Atlas-like 
hauling capacity of some 
other heroes, can carry only 
one “heavy” weapon at a 
time, creating a modicum of 
strategy as it forces you to 
decide which is the right tool 
for the coming battles. 

The level design is also 
very typical, falling quickly 
into a pattern of comically 
standard locations and sub- 
plots. While the opening lev- 
els are a series of trench warfare romps that adequately introduce you 
to the world of speculative 1964, what follows is cliché after cliché. 
Even if you can manage to overlook the “take out the enemy super 
weapon” hook, by the time you’ve suffered through the loss of your 
hard-earned cache of grade-A bang-bang at the hands of the obligatory 
“captured by the enemy” level, you develop a strong feeling of déja 
vu. There’s nothing mystical about this feeling, however. You have 
been here before, you have done this before, and it was probably bet- 
ter the first (dozen) time(s). 

Within five minutes of the game’s start you are forced to clear out 
some enemy snipers so that your forces can advance, a task which teach- 
es the lesson that saving often is not only recommended but required to 
advance more than a few steps in any given direction, at any given time. 
The enemy AI is hardly clever, but what it lacks in smarts at times it 
more than makes up for in obscene hyperawareness. Combined with the 
ability to snipe, explode, or generally riddle you full of bullets to a swift, 
often instantaneous, death, the enemy makes for frustrating opposition. 
And the level design is more than happy to play you right into their 
malicious hands, providing countless blind alleys and open courtyards 
for you to stumble into ambush after ambush from hidden snipers and 
crouching machine-gunners. 

It is said that those who do not learn from the mistakes of the past 
are doomed to repeat them. That pretty much sums up Iron Storm’s 
problems. An awkward combination of been-there done-that elements 
and annoying gameplay faux pas make for a less than satisfying expe- 
rience. Continuous saving and loading should not be a requirement 
for success, or an acceptable form of difficulty control. Level design 
should not punish players with unavoidable ‘Surprise!” deaths that 
can only be avoided by prior knowledge of the danger at the hands of 
a grisly slaying. There is some good here, but it comes with a lot of 
groans, and the end result is barely average. 


UPSIDE Original premise and story, some decent action moments 


DOWNSIDE Tired shooter fare, frustrating gameplay, difficult for all the 
wrong reasons 
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Battle Realms: 
Winter of the Wolf 


|RATING | adhe, 


GENRE Real-time Strategy DEVELOPER Liquid 
Entertainment PUBLISHER Crave 
Entertainment/UbiSoft REQUIREMENTS Pentium Il 
400, 64MB RAM MULTIPLAYER 2-8 Players; 
Internet, LAN ESRB Teen 


If WarCraft III has you sold on skirmish- 
level real-time strategy featuring powerful 
units and mighty heroes, there’s never 
been a better opportunity to revisit the 
Eastern-themed Battle Realms. The stand- 
alone expansion Winter of the Wolf is a 
substantial upgrade from the original game. 
As the title suggests, you take on the 
role of the Wolf Clan, the sylvan savages 
of the series. A toothy all-new single-play- 
er campaign places you in command of the 
hero Grayback as he tries to win the free- 
dom of his clan from the sorcerers of the 
Lotus sect. While it starts out a bit slow, 
with some tedious cave navigation exercis- 
es, the introduction of the new units such 


Real War: Rogue States 


CIC * * 


GENRE Real Time Strategy DEVELOPER Rival 
Interactive PUBLISHER Simon & Schuster 
Interactive REQUIREMENTS Pentium Ill 600, 128 
MB RAM, 16 MB 3D accelerator MULTIPLAYER 2-4 
Players; Internet, LAN ESRB Teen 


It’s not difficult to take a sad song and 
make it better, and that’s exactly what 
Rival Interactive has done in this follow-up 
to last year’s messy, unfortunate Real War. 
Only problem is, now it’s just a melan- 
choly ho-hummer. 

Rogue States arrives without fanfare as a 
standalone product and adds new units, 
orders, selectable AI states, pre-deployment 
options, and cooperative multiplayer 
modes where command of land and air 
forces can be split between two people. 
Advanced weapons like the Firestorm 
Cannon and the Railgun bring some 
oomph to combat, and there are 14 new 
campaigns to test your patience. These are 
welcome improvements, but they don’t off- 


[above] The new Digger units can burrow under 
obstacles, and are often used to solve a num- 
ber of campaign “puzzles.” >>> [below] An 
upgraded Serpent geisha smacks a foe ona 
frozen landscape. 


set serious legacy problems that should 
have paid a visit to the doctor’s office, 
notably the off-scale, color-blind graphics. 
Even zoomed in, units are still too small, 
and the insipid green-on-green palette 
makes it hard to quickly identify units on 
all but the desert and winter maps. Is that 
infantry or a tree? A tank or a power gen- 
erator? The units are “camouflaged” so 
well they even hide from your mouse. 
Combat remains a crapshoot 
since slugfests happen too fast, 
and there’s no adjustable game 
speed bar. Never mind though, 
since the game now slows down 
just fine on its own. Even on a 2.4 
GHz Pentium 4, it runs like sludge 
through an hourglass when a 
dozen or more units are trading 
incendiary fire. Factor in broken 
3D acceleration (it’s disabled by 
default), Al that still often refuses 
to respond to a Scud up the back- 
side, pathfinding that makes lab 
rats looks smart, and it’s hard to 
recommend this game to anyone 
except diehard fans of the military 
or micromanagement masochists. 
It’s great to see games based 
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as the terrestrial Diggers who burrow 
beneath the earth adds some interesting 
new twists to the formulaic missions. 
Unfortunately, the campaign is over all too 
soon, and is riddled with some question- 
able cinematics, whose uneven voicing 
and low-poly models do very little to 
inspire excitement in the plot. 

There are eight new units in all, from the 
axe-tossing Battle Maidens of the Dragon 
Clan to the terrifying Reapers of the Lotus 
Clan. They’re built at the new Town Center 
upgrade for each side. Snowy terrain, a new 
addition, slows down rice farming and 
troops, making brushfires deadly and unit 
conservation a practical strategy. The Al, 
one of the better facets of the original title, 
returns intact, and remains as aggressive 
but delightfully fallible as ever. 

Along with the new units, heroes, and 
upgrades, Winter of the Wolf also offers 
some great new scenarios and multiplayer 
maps, plus the balancing features intro- 
duced across the three “Battle Packs” 
released over the internet. Altogether, 
Winter of the Wolf rounds the original 
game out nicely, providing a surprisingly 
un-chilling reception to those burnt out on 
battle.net. —Douglas L. Erickson 


on current military technology attempt to 
meld tactical realism with real-time gamey- 
ness, but ignoring gameplay fundamentals 
wins you nothing but boos and hisses. 
Rival Interactive had their chance to fix its 
onerous product, and for all the tweaks, 
it’s still just not enough. 

—Matthew Peckham 


Slugfest slowdown. In large scale engagements, 
performance is like slogging through a tar pit. 
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they forgot 


by Bruce Geryk 


UNFE INFORMATION ‘ WEAPONS 


rt 


NRE Historical Wargame 
Freedom Games [www.freedomgamesinc.com] 
: Strategy First 
[www.strategyfirst.com] R: 
Pentium Ill 600, 128MB RAM | 2 


Players; Internet, LAN ESRB Teen 


If, as the aphorism goes, experience is 
the best teacher, Freedom Games should check its accreditation. Far from being 
wide-eyed novices, its personnel have some serious wargame design credits, 
going back to the classic V for Victory series. The lead designer was responsible 
for Close Combat, which, for all its faults, offered a different, exciting, histori- 
cally plausible alternative to the exercises in formal abstraction that had caused 
tactical wargaming to stagnate. So what in God’s name happened here? 

Reading about a bad interface is almost as bad as having to use it, but in this 
case, it’s not even close. Giving orders is similar to Combat Mission, where you 
select a unit, hit a hotkey, and drag a line to the unit’s target or destination. 
Unfortunately, this game is played in real time, you can’t drag-select units, you 
can’t pause to give orders, and you have to look really carefully to see where 
you ordered your units to go since the designers apparently didn’t want to spoil 
the pretty landscape by putting too many ugly informational markings on it. 
There’s a nice unit roster below the 3D map, but trying to match an icon with 
its corresponding unit is problematic. Overall, the game only looks good when 
you zoom in closely to admire the models, which is exactly what no one actual- 
ly trying to play the game will be doing. 

Wargamers like the illusion of chaos while maintaining the reality of com- 
plete control. This game gives you the illusion of control while plunging you 
into complete chaos. What orders did I give that squad? Where are they going? 
Who is that guy? The game keeps detailed track of the physical and psychologi- 
cal states of every soldier in every squad, which does you no good as you’ll be 
doing well if you can figure out which squad is which. You can double-click on 
a unit icon in the roster bar to move the camera to its location, but since this 
simultaneously takes you to a ground-level view behind the unit, it just makes 
things worse. Is this fun to read about? Try actually doing it. 

In the roll call of this game’s questionable design decisions, one of the most 
egregious has to be the inclusion of screams of agony that come from wounded 
soldiers. Ordering Nazi soldiers around in a game is bad enough, now you have 
to hear wounded men crying, “Oh my God, help me!” Of course, they might 
just be complaining about the game. 

Even if you get past all of this—and that’s unlikely—you’ll find the gameplay 
uninspiring. This isn’t surprising, of course: the original Close Combat suffered 
from this same problem, which is that the Normandy bocage is too claustropho- 
bic and monotonous for interesting tactical combat. In that instance, design 
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Everything they knew about wargame design ... 


[above] Where are these tanks going? Certainly not where you 
told them to. >>> [inset] Your soldiers improve over the course 
of a campaign, if you can make yourself play that long. 


innovation saved the game. In this case, design mis- 
takes bury it. 

If you squint really hard, it’s actually possible to 
see this game as the logical development of a coher- 
ent game design philosophy. Close Combat’s innova- 
tion was to place stodgy wargamers under the same 
time constraints that real-time strategy gamers had 
been experiencing for years. Making it essentially 
impossible to exercise any real control over a battle 
once the shooting has started just takes this to a logi- 
cal extreme. Since the AI frequently overrides your 
orders (erratically, and for no apparent reason), it 
renders in-game intervention futile. The best way to 
play is simply to issue detailed orders at the begin- 
ning by stacking multiple waypoints, then hit Start 
and hope for the best. If the general couldn’t micro- 
manage his troops, why should you be able to? The 
general probably wasn’t having any fun either, so 
score another one for realism. 

G.I. Combat feels like an idea that was never fin- 
ished. The single well-executed feature of the game— 
the individual soldiers’ idle animations—suggests a 
focus on the personal aspect of squad-level combat. 
That’s a decent start. The rest is an unmitigated disaster. 


It has tanks and guns in it 


It's an unholy mess 
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E Turn-based Expansion 
: 3D0 | 
Heroes of Might and Magic IV MUI 2-8 
Players; Internet, LAN + Teen 


Sometimes, an expansion pack can 
breathe new life into a game, such as the 
rather extensive ones for Diablo II and 
Baldur’s Gate II. On the other hand, some- 
times it is simply content to provide a vol- 
ume of raw content with no mechanical 
changes whatsoever, which is the case of 
the expansion for the moderately success- 
ful Heroes of Might and Magic IV, omi- 
nously titled The Gathering Storm. 

Not that the hardcore fans of the series 
will mind, of course. The expansion offers a 
total of six new campaigns, revolving 
around the threat of an evil magician 
named Hexis. Unlike the original game, 
whose campaigns seemed largely disparate, 
the expansion’s are cleverly linked, with the 
final showdown bringing them all together 
over a series of satisfyingly difficult mis- 
sions. Once you spank Hexis, there’s a 
whole gauntlet of new scenarios to tax your 
map-roaming and item-fetching skills. 

Unfortunately, there’s little new in terms 
of original content, with a handful of new 
monsters that are available to the cam- 
paign CPU opponent only, and a couple of 
new map buildings where you can pur- 
chase experience and spells. The five new 
heroes are also campaign-only. With zero 
new factions or gameplay modes (other 
than the out-of-the-box multiplayer, which 
came as a previous patch upgrade to 
Heroes IV), The Gathering Storm seems less 


aes | . Evil Sorceresses, servants of Hexis and 
/ the CPU alone. 


like a proper expansion pack and 
more like a publisher-sponsored 
collection of editor-created content. 
For avid fans, it’s probably 
worth the money, but for those 
who weren’t sold on the new 
direction the series has taken, with 
its awkward tactical combat, ques- 
tionable AI, and generic art direc- 
tion, The Gathering Storm offers 
only silence. —Douglas L. Erickson 


He-man Tactical Shooter Ghost Recon: Island 


Thunder Red Storm Entertainment 
UbiSoft | Ghost 
Recon 2-36 Players; Internet, LAN 


Mature 


a) 


It’s 2009 and Little Havana is dancing in 
the streets. Fidel is dead, and “Cuba 


Libre!” is a reality. Well, almost. It seems 
that the passing of the eternal cigar smoker 
has not brought the democratic paradise 
decades of trade embargoes and incendiary 
rhetoric promised. Instead, a cabal of evil 
counterrevolutionaries (or is it counter- 
counterrevolutionaries?) seeks to toss the 
jewel of the Caribbean back into the dark 
ages of ill-fitting suits, pot-holed streets, 
and desperate refugees. What’s a God-fear- 
ing world policeman to do? 

Send in the Ghosts, of course! In the 
second expansion for Tom Clancy’s Ghost 
Recon, you command the army’s quasi-fic- 
tional commandos in eight single player 


and five new multiplayer missions, com- 
plete with a dozen new weapons, jungle 
terrain, vehicular insertions (sounds 
painful) and scads of bad guys. The low 
down is simple: if you liked the original 
and the Desert Siege add-on, you'll like this 
one, provided you have a steady eye, a 
quick trigger finger, and a high tolerance 
for save and reload-style gameplay. 

The settings look good, and while you 
won’t mistake this version of a tropical isle 
for the Amazon rainforest, there’s a good 
dose of trees, bushes, underbrush, and 
water. The mission variety is also good, 
with search and destroy, rescue, recon, 
and recovery tasks. The new weapons are 


[left] You get some nifty visuals as 
you ride the lightening into battle. 
>>> [above] The character models 
are still some of the best in the 
tactical shooter business. 


a nice touch, though your 
basic M-16, SAW, and 
sniper rifle get the job done 
well enough most of the 
time. The only thing you won’t like is the 
deadly accuracy and preternatural instincts 
of the enemy. While they still stand 
around doing little until triggered, once 
activated they can see through the densest 
fog and driving rain to drill a 7.62mm hole 
in your head, even on Recruit difficulty. 
Multiplayer remains that strange mix of 
wonderful gameplay and terrible Ubi.com 
online front end you know and love. 
Otherwise, this is another must have for 
fans of the series, though beginners are 
advised to cut their teeth on the original 
first. —Robert Mayer 
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NBA Live 2003 


As seen on SportsCenter! 
by William Abner 


[above] It’s Yao Ming! >>> The new FreeStyle 
control allows for a lot of neat moves off the 


dribble. 


GENRE Basketball 
DEVELOPER/PUBLISHER EA 
Sports REQUIREMENTS Pentium 
450, 64MB RAM MULTIPLAYER 2-4 
players; Internet, LAN ESRB Everyone 


After a year-long hiatus from the PC, NBA Live is back with an all- 
new “in your face” focus. The game plays as if it’s on a cocaine buzz; 
it’s one, big SportsCenter highlight, the Triple Play Baseball of basket- 
ball games. Instead of 600 foot home run, NBA Live 2003 is packed 
with non stop dunks, supersonic fast breaks, and point guards that 
block three-pointers with relative ease. It’s as if EA Sports is trying to 
blend the gameplay from its successful console game, NBA Street, with 
the licensing and structure 
of the actual NBA. 

What makes this even 
more frustrating is that the 
company is touting the game 
as a simulation. It has all the 
features you expect: a 25- 
season franchise mode, play- 
er salaries, a rookie draft, 
and free agent signings. It 
meticulously rates players in 
areas such as dribbling, field 
goals, speed, quickness, 


defensive awareness, and 
rebounding. Even the manual 
mentions the difference 
between “arcade” and “simula- 
tion” modes, saying the latter 
is “more like the real NBA.” 

In reality, it appears that the 
difference between arcade and 
simulation mode is in name 
only. The game plays identical (although fouls occur in simulation 
mode) regardless of which mode you choose; it’s arcade basketball 
from tip-off to the final buzzer. The biggest problem is the speed of 
the game. It’s just too fast. Trying to play defense is an exercise in 
futility as players spin and twirl around defenders (even good ones) 
as if they were standing still. It plays faster than EA’s NHL game, but 
unlike that game, there are no slider settings to slow things down. 
Stopping the computer opponent is next to impossible on the higher 
levels of difficulty, and the only way to put the 
clamps on is to block a shot, which is all too easy to 
do with any player on your team. When John 
Stockton blocks a three-point shot into the cheap 
seats you know you are playing a game that is not 
unlike basketball, but is far from the real thing. It’s 
not subtle. It’s flat out ridiculous. 

The AI is also problematic. The CPU’s favorite tac- 


UPSIDE 


DOWNSIDE 
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Paul Pierce does his best Jordan impersonation. 


tic is to use the fast break off a missed shot or block, 
which is a solid gameplan in theory. But when you 
repeatedly watch a center grab a rebound and heave 
a pass 70-feet in the air to the other end of the court 
to a well-guarded teammate, who then splits two 
defenders for dunk...it’s enough to force you to put 
the game down for good. 

The speed, blocks, and incredibly high shooting 
accuracy masks all of the game’s good points such as 
better defensive rebounding, stellar graphics, a good 
dose of defensive fouls, and the brilliant FreeStyle 
control scheme. To use it properly you need a 
gamepad with two analog sticks; the right stick lets 
you freely spin, juke, crossover 
dribble, etc. while the left one con- 
trols the player’s basic movement. 
There are literally dozens of com- 
binations that execute different 
moves on both offense and 
defense. In fact, a lack of fluid 
movement, once the bane of the 
series, is no longer an issue as the 
animation combined with the new 
controls allows for a very smooth 
playing game. (A word of caution: 
the game does not work with 
Logitech’s new Wingman Cordless 
Rumble Pad. It causes the game to 
slow to a crawl and is literally 
unplayable. A regular Wingman 
pad works fine, however.) 

If all you want from a basketball game is a non- 
stop highlight reel full of earth shattering dunks, run 
and gun fast breaks, and Spalding burger blocks, this 
is definitely your game. But if you are at all interest- 
ed in realism then please move along—there’s noth- 
ing to see here. 


FreeStyle control is slick, fluid animation, franchise mode, 
improved rebounding 


Ultra-fast gameplay, impossible to play defense, way too many 
blocks, can’t save a game in progress 
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Beam Breakers 


[RATING ads 


GENRE Arcade racer DEVELOPER Similis Software 
PUBLISHER JoWooD Productions 
REQUIREMENTS Pentium II 400, 64MB RAM 
MULTIPLAYER 2-6 Players; Internet, LAN 


ESRB Everyone 


It’s common knowledge that New 
Yorkers can’t drive. Now imagine a New 
York where cars can fly. Does that sound 
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Learning how to navigate traffic is key. 


like a safe place to live? Well the fine citi- 
zens of Neo-York in the year 2173 didn’t 
think so either, so their flying cars run on 
rail-like beams, to protect the populous 
from the simple fact that New Yorkers in 
control of their own flying cars is a seri- 
ously bad idea. But not everybody likes to 
play by the rules. 

Beam Breakers is a 3D arcade racing 
game that puts you behind the wheel of 
your own gravity-defying car. You’re a 
member of one of the city’s five rival 
gangs of beam breakers, doing odd jobs 
for your boss like delivering pizzas (no, 
really), strong-arming rival gangs and 
uncooperative business owners (read as: 
crashing your car into things), and racing 
through the mirrored canyons between the 
mammoth skyscrapers of the city’s con- 
crete jungle. Rewards for dodging the cops 
and successfully completing objectives are 
new cars, upgrades, and a ticket to the 
next set of missions. 

While not the deepest game ever, Beam 
Breakers knows what it is, and it does 


okay for itself in that limit- 
ed scope. You race around 
through traffic, between 
buildings, trying to com- 
plete missions and beat 
the clock. Missions are 
short, meaning you either 
succeed and move on or 
fail and try again. The 
graphics are sharp and the 
engine is smooth, provid- 
ing good control once you 
get a feel for the slippery 
vehicles. A lower price tag 
would make it easier to 
fully endorse, but if arcade 
racing is your thing, once 
it hits the bargain bin it’s 


definitely worth a look. 
—Adam Fleet 


End combat. 
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Avernum 3 
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GENRE Old-school RPG 
DEVELOPER/PUBLISHER Spiderweb Software 
REQUIREMENTS Pentium II 400, 64MB RAM 
MULTIPLAYER None ESRB Not Rated 


If this were 1992, 
the Avernum series 
would be the new 
Ultima. Smartly 
designed, expertly 
assembled, and clev- 
erly written, Jeff 
Vogel’s series would 
have snatched the tar- 
nished crown right off 
of Lord British’s 
blonde pate. 

Avernum 3 is 
Vogel’s magnum opus, both a tribute to 
what Ultima was and what, in some ways, 
it should have become. A remake of his 
previous Exile II] in theme and spirit, the 
third installment spans a massive, multi- 
continental overworld as well as vast 
underground networks. The rendered char- 
acter and tile art feature a clean, understat- 
ed style; animation, however, is rather 
sparse, and a lack of character shadows 
sometimes makes heroes and monsters 
alike difficult to distinguish against the 
occasionally complex backgrounds. Some 
rousing musical accompaniment would also 


~~ Near Golddale 
Leafloss 14. Year 833 
Uma gets Bronze Greatsword. 
Uma gets Bronze Greatsword. 
Uma gets Bronze Greatsword. 


Uma gets Bronze Greatsword. 
Uma gets Bronze Greatsword 
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There's about a trillion towns like this, each populated with unique 
NPCs and shopkeepers eager to claim your hard-won lucre. >>> 
[below] Despite the lack of aniso-MIP-map-whatsit effects, the maps 
are detailed where it counts: the secrets! 


(Day 22} 


Revere 


add more personality. 


Day-night cycles, ambient sounds, and 
improved spell effects separate this title 
from the previous Avernum 2, though the 
real deal lies in the content: the world is 
simply huge, and features far more dun- 
geons, encounters, puzzles, and monsters 
than any big-ticket role-playing game 
released this year. The story and dialogue 
is wryly screed, 
with a winking 
tongue-in-cheek 
style that turns 
serious when 
appropriate. The 
interface remains 
as elegant as possi- 
ble, and corre- 
sponding key com- 
mands are avail- 
able for the true 
connoisseur. 
Battles are a series 
high point in both scope and quality—there 
are a number of clever combat-based puz- 
zles, and the monster variety can’t be beat. 

For thirty bucks, Avernum 3 is a steal. It 
offers many delights for fans of tricky dun- 
geons, cunning side quests, and hidden 
rewards. There’s easily a hundred hours or 
more of deep, varied gameplay within its 
humble shareware packaging. Low on 
flash but big on substance, it is an essen- 
tial purchase for the nostalgic role-playing 
fan. —Douglas L. Erickson 

Avernum 3 ts only available online at 
www.spidweb.com 
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GENRE Historical Wargames DEVELOPER John Tiller 
[fly.hiwaay.net/~tiller] PUBLISHER HPS Simulations 
[www.hpssims.com] REQUIREMENTS Pentium 200, 32MB 
RAM MULTIPLAYER 2-8 via Internet, LAN, same machine, e-mail 
(Fulda Gap ‘85 and Eagles Strike only) ESRB Not Rated 


Playing a bad wargame on the computer is a lot like 
watching a play in a bad television adaptation: 
you’re constrained by the limitations of the original 
medium with none of the benefits of the new one. In 
this case, the old medium is board wargames, and 
despite being continuations of long-running comput- 
er game series, two of the three new HPS games by 
John Tiller are rooted in a board wargame tradition 


Three Ways to Skin a Cat © 


Eagles Strike, Fulda Gap ’85, and Jutland take 


different approaches to wargaming 
by Bruce Geryk 


that is several decades old. To their credit, all three 
tackle gameplay problems that are difficult to solve 
with paper and cardboard. Surprisingly, the game 
that goes furthest in taking advantage of the comput- 
er isn’t the best one in the end. It’s an intriguing les- 
son in what really makes for an appealing wargame. 
Fulda Gap ’85 is an operational-level game that 
tackles the issue of size. In terms of hex area, it’s 
much larger than The Next War, SPI’s monster 
boardgame of a Warsaw Pact invasion of Western 
Europe in which the designers famously admitted to 
have never finished a campaign game because it was 
too large to playtest. And Fulda Gap ‘85 just covers 
the Central Front! Despite this, Tiller’s game is very 
playable, especially since it lacks the monotonous 
front line present in lesser games like Korsun ’44 and 
Kharkov ’42. There are multiple objective and axes of 
advance, instead of just one monotonous thrust. In 
addition, the best scenario (the standard campaign) 
uses the fact of Warsaw Pact surprise to draw NATO 
forces into the battle gradually, which further 
reduces the need to manage huge numbers of units 
simultaneously. This eliminates a whole host of prob- 
lems, like overlapping command radii, mixing of for- 
mations, and the inherently ludicrous task of trying 
to click on hundreds of individual, identical, closely 
packed square icons that represent soldiers or tanks. 
It’s a monster game that doesn’t play like a monster. 
Where Fulda Gap ’85 makes a huge battle 
playable, Eagles Strike makes small battles personal. 
The fourth game in Tiller’s Squad Battles series final- 
ly adds a 3D view, which tremendously improves the 
game’s atmosphere. The fact that your armor force is 
made up of beautifully drawn Panther or Sherman 
tank models adds a lot to the effect when one of 
them goes up in flames to a previously unspotted 
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anti-tank gun. It’s a mystery why it took until the fourth game in the series to 
make such an important change, but by itself, this makes the game. It doesn’t 
hurt that the game system and scenarios remain as elegant and challenging as 
in the first three iterations. 

Tiller’s new real-time wargame, Jutland, which covers the only major naval 
battle of the First World War, goes the furthest in taking advantage of the com- 
puter’s data-crunching capabilities. It plays a lot like the original Age of Sail 
(also programmed by Tiller) except that the switch to the age of fighting steel 
leaves little for the player to do. There are no wind or sail considerations (for 
obvious reasons), gunnery is completely automatic, and damage is tracked by 
simple percentages. The main game graphics are worse than primitive, and 
while this isn’t a damning flaw by itself, when combined with the absence of 
any way to get involved in gameplay besides occasionally altering ship courses, 
it makes the whole game feel anonymous. There are some nice full-color pic- 
tures of the ships themselves, but instead of focusing the game on the capital 


[top] Jutland - Bathtub navy? Pretty pictures, but no function at all. >>> [left] Eagles Strike - 
It's fun to play with toy soldiers...and it’s a nice alternative to this. >>> [right] Fulda Gap 
‘85 - The campaign map is so big that you need to orient yourself with another map! 


ships, they highlight this missed opportunity by serving no function whatsoev- 
er. There are no engine room hits or turret explosions. There’s little satisfaction 
in winning when all you do is wait for the computer to tell you the gunnery 
results. It’s a telling design statement when the most interesting thing about 
your battleship game is zooming in to launch torpedoes with destroyer flotillas. 

Fulda Gap ’85 and Eagles Strike will almost certainly appeal to the long-time 
wargamer who appreciates incremental improvements to a play style that really 
hasn’t changed much in thirty years. While this may sound like an indictment, 
it’s actually a compliment. As Jutland demonstrates, if you try to change the 
template too much, you can end up without much of a game. 


Proven games that get better and better 


UPSIDE 


DOWNSIDE But they're getting better by little baby steps 
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Space HORSE 
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GENRE Retro Homage DEVELOPER Gilligames 
PUBLISHER Shrapnel Games 
REQUIREMENTS Pentium 233, 32MB RAM 
MULTIPLAYER 2-4 Players; Internet 

ESRB Not rated 


There’s a fine line between homage and a 
sort of creative theft, and Space HORSE sits 
uncomfortably between the extremes. It’s a 
remake of M.U.L.E. in all but name only, 
one of the most revolutionary and beloved 
first-generation computer games. The core 
gameplay is identical: you arrive on a 
planet ready to colonize and, in real-time 
turns, select plots of land (now boringly 
done with point-and-click instead of the 
twitch action required in the original), fig- 
ure out one of four things to produce, and 
buy mechanical “HoRSEs” that collect the 
bounty. Random events affect production, 
and there’s a definite strategy, albeit a 
rather simple one, to what to produce and 
when to produce it. (Start with food and 


Hard Truck: 
18 Wheels of Steel 


|RATING l * * 


GENRE Big-rig Simulation DEVELOPER SCS 
Software/Sunstorm Interactive PUBLISHER 
ValueSoft REQUIREMENTS Pentium Ill 600, 
128MB MULTIPLAYER None ESRB Everyone 


Though it sounds like a porn game paro- 
dy, Hard Truck is the pinnacle of 18-wheel 
simulations. It’s a serious, open-ended sim- 


The original looked amazing in its day, but now everything is just too tiny 


and indistinct to draw you in. 


energy, enough to keep things running, 
and then go to the money crops of titani- 
um and zirconium, eventually switching 
all production for the last couple of turns.) 
But that’s not really the fun part. That’s 
reserved for the trading, the representation 
of which was the original’s stroke of bril- 
liance. It’s also real-time, and all four play- 
ers (computer or human via the Internet) 
stand around lowering and raising a literal 
line that represents the price. 
Unfortunately, the Al for Space HORSE 
isn’t aggressive and is easy to exploit; 
human players can corner the market in 
food and energy and bankrupt opponents 


ulation of what it’s like to be an indepen- 
dent truck driver hauling goods from point 
A to B, sort of Elite meets Smokey and the 
Bandit, minus the whole “Bandit” thing. 
You literally get to experience the thrill of 
backing up and attaching a trailer to your 
cab, stopping at weigh stations, driving 
down endless interstates while dodging 
slow moving traffic, listening to CB radio 
chatter, and most off all, delivering goods 
on time from San Francisco to Las Vegas. 

No, really, that’s what it’s about. 

Even though it lacks a few trucker essen- 
tials—where are the diners, the prostitutes, 
the methamphetamines—Hard Truck wins 
points for originality and for sticking to its 
premise throughout. While initially interest- 
ing, if only because it’s so unique, it does 
such a good job of simulating the mundane 
aspects of being a trucker that it’s hard not 
to nod off after a couple of hours of play. Or 
minutes. The actual driving around parts, 
which you spend the majority of time 
doing, isn’t particularly entertaining. 

In fact, it’s deathly boring. If ever a 
game needed to skip realism and go for 
exaggeration, this is it. 18-wheelers are 
slow to accelerate and brake (particularly 
with a full load), and the game deprives 


< REVIEWS 


by charging exorbi- 
tant prices in later 
turns. And Internet 
multiplayer is a 
hollow experience 
for those who 
plugged four joy- 
sticks into their 
Atari 800 and got 
an early taste of the 
potential for multi- 
player gaming. 

Space HoRSE is 
only moderately 
entertaining, and lacks much of the origi- 
nal’s personality due to graphics that are too 
small and indistinct, but mostly due to it 
being so derivative. (That the initial release 
required a patch to work under Windows 
XP was a nice modern touch, however.) 
Where the original used simple and elegant 
gameplay mechanics, even for that era, 
which did an amazing job of masking a 
complex little game, for that era, the new 
edition is just simplistic. Sometimes you 
can’t go home again. —Steve Bauman 


you of the pleasure of destroying other cars 
with your big rig. The best effect occurs 
when you get tired; you yawn, you have an 
extended blink, and suddenly that railing 
that was off in the distance has somehow 
managed to jump right in front of you. 

Hard Truck is one curious beast. The 
world is probably a better place because 
something like it can exist, but that still 
doesn’t make it particularly compelling as 
entertainment. —SB 


NEE 


[above left] Experience the excitement of travel- 
ing the great highways of America... >>>... and 
the thrill of backing up. 
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of the 


Are shooter mods passé? Mock me for my reliance on pretentious 
French wording, but something is going on. Although it’s hard to believe 
that murderous mayhem could be going out of style. especially when you 
consider that id’s proto-shooter Quake remains the mod community’s 
constitution, in the year-and-a-half since starting this column and its 
accompanying Mods and Ends page, I’ve gone from desperately searching 
for non-shooter mods to write about each month to scrambling around 
for a good shooter mod just to mix things up a bit. And they’re getting 
increasingly difficult to find. 

We seem to be in a bit of a lull right now where shooter modding is 
concerned. It’s as if the entire community is collectively holding its 
breath, waiting for DOOM III to revitalize everything and get us back on 
the right path. Fans haven’t been left wanting in the meantime, but there 
is an obvious creative vacuum out there right now. That the biggest 
shooter mod going these days is still Day of Defeat must lift a few eye- 
brows. The WWII tactical total conversion may be a fantastic game, but 
it’s based on four-year-old Half-Life technology that predates the Monica 
Lewinsky scandal. That’s an eternity in this business. Unreal Tournament 
2003 is just getting warmed up, so that may take over in the near future, 
though at the present it doesn’t seem like anything but id’s new 
iiberengine is waiting in the wings. 

This is not the case for all genres. If anything, the overall mod commu- 
nity is getting stronger. More mods, maps, plug-ins, and new game types 
are available than ever before, encompassing every gaming genre. The 
new king of the mod scene seems to be roleplaying games. Both The 
Elder Scrolls II: Morrowind and Neverwinter Nights have been huge hits 
online, spawning thousands of user-created add-ons. Morrowind plug-ins 
routinely occupy a dozen or more spots on the GameSpy Top 50 Mods 
list. You can download new races, monsters, magical artifacts, NPCs, and 
ruleset changes that alter the complexion of the entire game. Neverwinter 
Nights has become a true phenomenon, the biggest thing to hit Dungeons 
& Dragons gaming since the Third Edition rules came out in 2000. Fresh 
content is posted at the official web site every day. Nearly 2000 modules 
were posted in the first six months of the game’s release, along with 
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whither shooter mods 


The mod community shifts to role-playing games 


countless other programs that add content and 
tweak the rules. Even mod-unfriendly games like 
those in the Baldur’s Gate series have benefited 
from the recent focus on RPGs. Huge mods like 
Team BG’s “The Darkest Day” for Baldur’s Gate 
II: Shadows of Amn have given the Infinity 
Engine games life long after they passed their 
expiration date on store shelves. 

That this role-playing revolution has taken 
place is astounding, given the precarious state of 
the genre just a few years ago. Pre-release hype 
or not, few industry observers would have pre- 
dicted at the start of this year that Morrowind and 
Neverwinter Nights could become so popular in 
such a short span of time. Or that the modding 
community would shift from first-person shooters 
to roleplaying games so fast. Yeah, I know that 
sounds faintly ridiculous when you're really just 
swapping virtual sociopaths named DeathRazor 
for elf-obsessed nerds who play MageKnight. But 
the end result is still a more eclectic group that 
includes a greater variety of gamers. And that 
diversity is needed if modding is ever to get into 
the mainstream. Well, the mainstream beyond 
The Sims, at any rate. @ 


MODS & ENDS 


< AFTERLIFE 


Ling Ling Rides the 
Tilt-A-Whirl 

Chris Sawyer has been adding more con- 
tent to RollerCoaster Tycoon 2. The tycoon 
game tycoon has converted 15 scenarios 
from the original game, including 
Dynamite Dunes, Leafy Lake, and White 
Water Park. Sawyer also created a brand 
new scenario with additional scenery for 
RollerCoaster Tycoon 2 called Panda World. 
I haven’t played this one personally, but 
I’m betting that it features pandas. Surf to 
the official RollerCoaster Tycoon web site to 
download these scenarios. 
ROLLERCOASTER TYCOON 

www. rollercoastertycoon.co com 


Expand Your Social Circle 

If you’ve already blitzed through the 
Tribunal expansion pack for Morrowind, 
you might want to consider downloading 
the Adventurer’s NPCs mod by Adam. This 
file makes the already massive game world 
even bigger with the addition of dozens of 
NPCs. You’ll encounter friendly common- 
ers, warriors, mages, imperial guardsmen, 
and knights, along with enemies such as 
monsters and bandits. Many of them are 
around only at certain times of day, so 
don’t expect to find too many peasants 
wandering the streets at midnight, or vam- 
pires prowling the woods at noon. The 
mod also adjusts healing potions and loot 
based on level. If you like this mod, con- 
sider trying Adam’s earlier Adventurer’s 
Plugin. This small file makes the default 
quests harder by giving higher-level mon- 
sters and NPCs enhanced magical skills as 
well as the ability to heal themselves. 
Valuable items are now more closely 
guarded, and new spells and items have 
been added. Both mods can be found at 


leading Morrowind web sites like 
Morrowind Summit. 
MORROWIND SUMMIT 

www. rpgplanet. com/morrowind 


The Third Reich Rises Again 


The latest in World War II shooter mods is 
The Third Reich, a total conversion that 
takes Unreal Tournament back to the days 
when men were men and women laughed 
at news footage of Hitler in his lederhosen. 
Project leaders Jurgen De Vos and 
Jonathan Maeyens and a team of 14 devel- 
opers worked on the mod, which features 
playable Axis and Allies sides along with 
11 playable character types. Teamwork 
and tactics are emphasized in the six 
maps, each of which has been patterned 
on actual Second World War theaters of 
operation. You can storm the beaches at 
Normandy in The Longest Day, fight in the 
streets of St. LO, and battle in a Nazi sub 
pen in Das Boot. Some 15 weapons have 
been modeled, including authentic dam- 
age, armor penetration, and firing sound. 
Head to the official Third Reich web site to 
download the 104MB file. 

THE THIRD REICH 

www. v.planetunreal. com/thirdreich 


Desecrate Baldur's Gate II 
Infinity Engine modders who make up The 
Chosen of Mystra have released another 
mini-mod for Baldur’s Gate II: Shadows of 
Amn. Desecration of Souls adds about 50 
items, two stores, some creatures, and AI 
scripts that smarten up a few monster 
types. It requires the installation of 
Baldur’s Gate II, the Throne of Bhaal 
expansion pack, and the latest patches. 


Add NPCs ~ Morrowind with Adam’ s Adventure: plugins. >>> Blow up Hitler’ s $ minions if The 
Third Reich for Unreal Tournament. : : 


Check in with the Chosen of Mystra web 
site for more on this project, as well as 
information on Daughter of the Drow, an 
in-progress mod featuring Liriel Baenre 
from the series of Dark Elf novels by 
Elaine Cunningham. 


THE CHOSEN OF MYSTRA 
chosenofmystra. db- forge. com 


The World’s Most 

Popular Sport 

Last month I wrote about EA Sports’s plans 
to cultivate the soccer-mad community 
working at modifying the FIFA series. This 
month I can comment on the early success 
of those endeavors. The new FIFA Creation 
Centre editor program is already encourag- 
ing a lot of modders to make their own 
content for FIFA 2003. Leading sites like 
Soccer Gaming, Sweetpatch MRA, and 
SOCCERed.com had posted dozens of fan- 
authored team updates, revamped kits, 
player faces, stadium adboards, special 
cleats, and even gameplay patches within a 
week of the title reaching stores. Expect 
lots more in the months to come, so keep 
checking the above web sites if you’re a 
fan of FIFA 2003. 
SOCCER GAMING 
www.soccergaming.com 
SOCCERED.COM 
www.soccered.com 
SWEETPATCH MRA 
www. w.fifa- mra.com 


BARGAIN BIN 


Starfleet Command II: 

Empires at War 

lf you can't scrape up enough gold-pressed lat- 
inum for new release Starfleet Command III, think 
about picking up its predecessor. Starfleet 
Command II: Empires at War. Featuring the clas- 
sic Kirk and Spock universe, lots of tense tactical 
combat, and a list price of just ten bucks. Just be 
sure and grab the patches before settling into 
that command chair. [Interplay/2000] 
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Panzer Campaigns 7: Kursk ‘43 


PC - HPS Sims 

HPS Simulations and John Tiller are proud to announce the 
release of Kursk ‘43, an operational level World War II simu- 
lation. Kursk '43 covers the gigantic German Summer 
Offensive in 1943, when they attempted to cut off the huge 
bulge in the Soviet lines near the town of Kursk. This is 
without question the largest Panzer Campaign game in the 
series, as the action over the entire bulge (north and south 
offensives) is covered. 


HPS Sims 

HPS Simulations is proud to announce the 
upcoming release of "Naval Campaigns 2: 
Tsushima.” At the end of May in 1905, after 


Naval Campaigns 2: 9° 
Tsushima - PC $3925) 
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Napoleonic Battles 3: 
Campaign Wagram - PC $3925) 
HPS Sims : 

HPS Simulations is proud to announce the 
upcoming release of Napoleonic Battles 3: 
Campaign Wagram, a John Tiller Game. In 
1809, after a successful campaign about 
Eckmuhl, Napoleon had reached Vienna and 
was ready to gain final victory over the 
Austrian army. But Archduke Charles and his 
army were in place across the Danube River 
and ready to give battle. The resulting battles 
of Aspern-Essling and Wagram wouid be the 
largest battles in history at the time. Will 
Napoleon's reputation of invincibility be contin- 
ued or will these battles result in his first signif- 
icant setback? 


sailing halfway around the world, the Russian 
Baltic Fleet arrived in the straights of Tsushima 
to do battle with the Japanese Imperial Navy. 
This battle would decide the outcome of the 
Russo-Japanese War at sea. The clash of 
Admiral Togo's fleet with that of Admiral 
Rozhestvensky's would be one of the most 
decisive naval battles in history. 


Saa>= 


All American: 82nd Airborne in Normandy 
- PG 

Shrapnel 

The eagerly awaited sequel to 101: The 
Airborne Invasion of Normandy will take you 
north and east of the 101st Airborne action as 
the brave soldiers of the All American division 
attempt to take Ste. Mere Eglise, bridgeheads 
spanning the Merderet River, and many other 
varied and trying missions. 


EVERY GENRE e ALL PLATFORMS ¢ HARD-TO-FIND GAMES INCLUDING STRATEGY & SIMS * PEN & PAPER 
BOARDGAMES ¢ CARDGAMES * HARDWARE ¢ COMPLETE SOURCE FOR HINT BOOKS ¢ SPECIAL OFFERS & BARGAINS 
PHONE OPERATORS AVAILABLE © PROFESSIONAL SERVICE SINCE 1989 
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Splinter Cell 
Xbox- Ubi Soft 


The Sims Online 
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Tomb Raider: 


Angel of Darkness 


PS2- Eidos 


Mechwarrior X 
(MechAssault) 
Xbox- Microsoft 
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SimCity 4 
PC- EA 


PlayStation.c 


Batman Dark Tomorrow 


PS2- Kemco 


Black Stone 
Xbox- Capcom 


Star Wars Galaxies 


PC- Lucas Arts 


Star Wars Clone Wars 


PS2- Lucas Arts 


Unreal Championship 


Xbox- Infogrames 


Dark Age of Camelot: 
Shrouded isie Expansion 
PC- Havas 


Grand Theft Auto 3: 
Vice City 
PS2- Rock Star Games 


BloodRayne 
Xbox- Majesco 


Metroid Prime Resident Evil 0 
GCN- Nintendo GCN- Capcom GCN- Lucas Arts GBA- THQ Link to the Past 
GBA- Nintendo 


Star Wars Bounty Hunter Phantasy Star Collection Legend of Zelda: 
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Games 


Reader R.C. Killian wrote in with a simple comment: “WES CRAVEN?” Yeah, we 
actually said Wes Craven was responsible for the Friday the 13th movies. Shame 
on us. We turn in our “Horror 101” cards. As he said, “Sean S. Cunningham is the 
primary creator” of that fine (or not-so-fine) series of movies, though John 
Carpenter may want some credit for popularizing the basic formula with 
Halloween. Mr. Killian had some additional beefs, and they concerned the review 
of Unreal Tournament 2003. And he was not the only one with plenty to say about 


our so-so review of this hotly-anticipated game... 
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Not So Unreal 

The review of Unreal Tournament 2003 in 
your December issue was silly. Ignoring 
the game to be smartasses is ridiculous 
and unprofessional. It was petty, at the 
very least. 

First of all, a lot of that stuff can be 
turned off. Second, it’s a little thing called 
“parody.” They’re half-mocking sports 
events while also going for the feel of 
sports events. Intentions aside though, 
that’s hardly the entire game. 

For chrissakes, just review the game and 
not little things that are personal bothers. I 
mean, it’s not like it was a matter of both- 
ersome interface, or bugs, or something. 
Not everyone would (or does) find it so 
ridiculous. 

R.C. Killian 


The smell of flowers in the morning. The 
birds chirping in the air. I crack open the 
latest issue of CGM to see what games 
have been rated. No One Lives Forever 2... 
Mafia... Unreal Tournament 2003! 

I set my coffee down and immediately 
flip to the review section. My eyes become 
transfixed upon the lower right region of 
the page. Three stars... out of five? I first 
check to make sure my addition is correct, 
and then proceed to read the article. About 
halfway down the first column, my face 
changes from a stern frown to a horrific 
grimace. About that same time, I think this 
is going to be a biased article, but I’m not 
sure yet as there is still plenty of space left 
to cover the actual game. 

So far, from reading the first page and a 
half, I have gathered that Tom Chick’s cur- 
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rent view of this game is gory graphics, 
some sound, and something about a kid on 
“jag.” What does this have to do with 
Unreal Tournament 2003? | find out that 
the next paragraph says something more 
about graphics and polygons. As I come to 
the last paragraph, I pray that Chick actu- 
ally mentions a part of the gameplay in his 
article, and what do you know, I found 
something! It says right here that Unreal 
Tournament 2003 is not the same game as 
Unreal Tournament! I didn’t know that! 
(This is an example of Sarcasm, something 
Mr. Chick overly uses to make fun of the 
game in this article.) This brings the 
review to a close: gore, graphics, audio, 
and the firm assurance that Unreal 
Tournament 2003 and Unreal Tournament 
are indeed two different games. 

My point is, I feel that CGM (mainly 
Chick, but overall) really needs to get back 
to the facts. I, and many other people, do 
not care about how you thought things 
such as graphics “enhance the gameplay” or 
many other things, but tell us the facts and 
let us decide for ourselves. You are allowed 
some of your own input, but having just 
your input doesn’t make it a review. CGM is 
writing worse and worse reviews, biased in 
favor of genre-controlling games like 
Counter-strike and No One Lives Forever 2. 

You were obviously expecting Unreal 
Tournament II here, not Unreal 
Tournament 2003. It improved Unreal 
Tournament to a point where I don’t even 
play the original anymore, fixing all of the 
problems it had before, and making it that 
much more fun. 

Greg Schreiter 


Wow, that review of Unreal Tournament 
2003 was impressive. Tom Chick spent an 
entire page whining about the taunts and 
sound effects. . . well here’s an idea: go to 
settings and turn off the announcements 
and taunts. As for the sound effects, why 
not just go all the way and turn your 
speakers off instead of wasting an entire 
page complaining about it. All this bitching 
about thigh pads being replaced by an 
orange shield and boots being replaced by 
jump pads and the tutorial telling you to 
jump is pathetic. Is he some kind of shoot- 
er purist that can’t let go of old games? 
Games are obviously going to evolve, and 
if an orange shield in place of thigh pads 
makes you unhappy, then I’m sorry. 

The comment “As other shooters grow 
up and grapple with words like realism 
and storyline” was pretty lame too—this 
game was made for multiplayer, hence the 
name Tournament. I’m sorry if it’s not the 
next Counter-strike on the realism scale 
too. It’s kind of hard to implement realism 
when people are shooting plasma and 
lightning at each other. 

I think they made the game the way 
they did for a reason. Perhaps realism and 
storyline wasn’t what they were aiming 
for? Maybe just a solid multiplayer shooter. 

Andrew Herlihy 


I just read the review of Unreal 
Tournament 2003 and have to say I totally 
agree with Tom Chick. I mean, it’s pretty 
bad when they say your character’s name 
the same way they did back when Big Foot 
was all popular. But in a game, c’mon... 


it’s pretty sad. This game had so much 


wasted potential. Unfortunately, the guys 
at Epic got cocky, and, as many things do, 
let the magic fade. 

Maybe a mod or two with this capable 
engine will perk up the 50 bucks. And 
there’s always Unreal II. 

Brian B. 


There seems to be a disconnect with some over 
what constitutes a “review.” If you merely list 
facts and omit all criticism, which is entirely “one 
person's opinion,” you're essentially looking at a 
fact sheet or an advertisement. Oddly enough, 
people that complain about too much personal 
opinion in a review never bring up the topics 
where they agree with the reviewer. Sorry, you 
can't have it both ways. If you can’t criticize the 
sound, you also can't praise the gameplay or 
graphics. —ed 


In Praise of Syberia 
While the review of Syberia did give it 
high marks, the commentary did not begin 
to do justice to this delightful game. It is 
ironic that the terms “adult” and “mature” 
as applied to game ratings, are anything 
but—this game truly is adult and mature 
in every good sense of these words. Kate 
Walker’s character actually evolves, there 
is no violence, there is an interesting, sus- 
penseful, and unpredictable plot line, the 
graphics are sensational, and the music is 
evocative and sumptuous. This is a not 
only a great game, but a great value at 
$20. I am looking forward to the sequel! 
Roger Jones 


Cel Shaded 


In your article about the upcoming XIII 
(which looks like a freakin’ awesome game), 


you mention that it is the first PC shooter to 
use the cel shading technique. Actually, this 
is incorrect. There is a Half-Life mod, called 
Buzzy Bots |www.buzzybots.dk, check it 
out, it looks interesting] that uses this tech- 
nique extensively. Both the models and the 
environment are cel shaded, giving the game 
a real fun and cartoon-y feel. 

DJ) Jazzy Jesus 


Is your partner the Fresh Prince of Egypt? —ed 


Star Controlling 

Being a Star Control fan, I just couldn’t 
let some errors slip by in the article by 
Brett Todd (“Toys in the Attic”). First, the 
depicted black Ur-Quan, labeled as an 
“early concept artwork,” is actually of the 
Ur-Quan Kohr-Ah, a subrace of the Ur- 


Quan, and is found in the game. 
Second, the Ur-Quan are 
described as “10 meter long 
caterpillars” in many game texts 
and manuals, not as “octopi” as 
he states in the article. Finally, 
the two species of Ur-Quan, the 
green Kzer-Za and black Kohr- 
Ah, have two different doc- 
trines. The black Kohr-Ah are 
the ones that want full-scale 
destruction, while the green 
Kzer-Za want to enslave races, 
either as “battle thralls” or imprisoned on 
their home planet. 

Iam glad, however, that you took the 
time to write this article, because so many 
Star Control 2 fans would be pleased to 
hear about this. This devotion to classic 
gaming of yore, where gameplay actually 
meant something, should continue. More 
articles on the classic game revival scene 
will allow newcomers the chance to expe- 
rience the golden days of gaming. 

Anthony Jurjonas 


Wal-Mart Specials 

All of the people who are bagging on 
Strategy First and the creators of Strike 
Fighters for its Wal-Mart “special” version 
are shortsighted [CGM, November]. 
Consider the revolutionary implications of 
the legitimization of this new standard. 


“Well you see professor, that was the 
beta-code copy of my paper. I’ll patch it to 
a final copy in the coming weeks...” 

Or how about, “Hey Income Tax Guy! 
Did you get the ‘basic version’ of my pay- 
ment? It was specially targeted just to the 
IRS! Aren’t you happy?” 

Or my personal favorite, “Don’t worry 
honey, that was just the ‘pre-release’ ver- 
sion. We can have a more fully-featured 
lovemaking session soon. I’ll call you!” 

Why, the possibilities are endless! 

David Deckard 


Indeed, they are endless. Send your favorite 
“basic/full-featured” ideas to editor@cgonline.com 
and we'll take credit for them... er, run them in this 
section. But please people, keep them clean. Well, 
mostly clean. —ed 


é¢ [Syberia] truly is adult and mature in 
every good sense of these words. "” 


ERRATA 


We misattributed quotes in the article “Sid 
Meier’s Legacy” to Kathy Gilmore. They 
should have been attributed to Kelley 
Gilmore, who is the PR Director of Firaxis. 
We regret the error, though at least we 
kept it in the family; Kathy Gilmore 
(Miller) is her sister, and also works in the 
industry. 
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What happens when role-players die? Some go to The Great 
Beyond, carrying out some intricate cosmic plan designed to instill 
their formerly drab and wretched lives with New Meaning. Most of 
them, though, probably go to Milwaukee, or Indianapolis, or Fort 
Wayne, Indiana, or Columbus, Ohio—the lands of Great Gaming 
Conventions past, present, and future. In these environments, their 
costumed spirits can float like eldritch vapors above the dice-covered 
tables, listening to the living, still-consumed fanatics, some of them 
clad in capes and wizard hats, some of them desperately in need of a 
shower, as they converse in “prithee-speak.” Where they will not go 
is to Norrath, or Dereth, or Midgard, or Rubi-Ka, or even (gulp) 
Brittania, because in these places role-playing is dead. It’s history. 
It’s passé, or even worse, lame. 

Role-players. I think there used to be some of them in those game 
worlds...OK, there are still some of them there. But generally, here is 
what happens: 

A noble warrior approaches a well-heeled woman and says, “All 
hail, milady, might you direct this poor traveler to the nearest smithy?” 

“U buyin’ or sellin?” 

“Alas, I hath fallen in battle, and my once worthy sword, which I 
christened Voluminous-Spirit-Bubble-of-Doom, hath been spirited 
from me.” 

“U try the baazar?” 

“T hoped, dear lady, to inquire...” 

“Hey. PPL buy here too. Wanna get 10Kpp in one hour? Mega 
sword city. 

“I do not seek the wealth of my...” 

“$15.99. PayPal. Lemme find the URL. AFK.” 

ts ea 

“Automated message: well heeled lady is away from keyboard.” 

And so on. Even in places specifically designated as role-playing 
areas, it’s not about your character anymore. It’s about your “level” 
and your “stuff.” In the modern massively-multiplayer-blah blah blahs, 
though, was it ever about your character? Maybe in the beginning. 

In the glory days of the Multi-User-Dungeon (MUD), I imagine— 
and I only imagine because my own experience with them is 
nil/nada/hearsay—that you were either in the game because you 
wanted to play out an adventure (imagine that) or because you want- 
ed a cozier chat room than was available elsewhere at the time. OK. 
The latter is still true. Lots of people refer to today’s graphical 
MMORPGs as glorified chat rooms. Since players bond with one anoth- 
er (i.e. make friends, marry, have cybersex) they tend to migrate out 
of the game world as it was intended and after a while, the game itself 
is superfluous. OK fine. They are well served. But the folks who are 
not there to socialize are instead there to try to level faster than any- 
one else, to be the richest, to have the best equipment, to min-max to 
the death, to twink their friends, relations, and secondary characters, 
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the death of role-playing 


In online multiplayer RPGs, it’s just time to throw in the towel. Or is it? 


and to farm, camp, and sometimes cheat. 
They are also well served. But where, then, 
is the game that the designers initially 
intended? Living in some design document — 
somewhere, I guess, but certainly not play- 
ing out as expected in the aforementioned 
game worlds. 

I really don’t intend to be so highhanded 
as to suggest that these power-leveling 
activities aren’t fun. No one would be 
applying those techniques if it weren’t fun 
(unless he or she is farming all of that good 
stuff and selling it on eBay for profit—“ille- 
gal” but rampant). It’s just that the need to 
quantify the so-called role-playing experi- 
ence has taken over, leaving the designers’ 
best-laid plans somehow in the dust. 

Certainly they know that the most com- 
pelling way infuse more of their vision into 
the gameplay is to make players view 
themselves as an important part of the 
community, actually living the story, rather 
than feeling like a bag full of stats. This 
has not happened yet, although Asheron’s 
Call 2 and Shadowbane (not released at 
this writing) seem to have the right idea. 
Will the player base ever become more 
involved in the “true” role-playing aspect of 
these games? I think not, because when it 
comes right down to it, there are not too 
many stellar role-players out there to begin 
with. The best ones are probably still at 
that table in Ohio. And the most satisfied 
ones are playing single-player RPGs. 

So where does all of this leave the 
would-be role-player, the min-maxer, the 
chat room junkie, and the plain old stal- 
wart story-loving adventurer? Do you 
think that it’s possible to satisfy all of 
these play-styles in one MMORPG? Or does 
an overwhelming desire for quantifying 
and tracking one’s achievements simply 
kill role-playing as we know it or used to 
know it? Please e-mail me at 
cyans@cgonline.com with your impres- 
sions, because actually, in this particular 
genre, the night is still young... 


The Gladiators © 2002 Eugen Systems/The Arxel Guild. All rights reserved. 
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finding inspiration 


Answering the eternal question, “What would Blizzard do?” 


Designing a game is time consuming and difficult. Sure, the high 
concept is easy. “Let’s make a game where you claw to the top of the 
ruthless Internet pet store market! Yeah, Kitty Litter Tycoon.” But 
that’s only one percent of the design. You must decide on the design 
and content of 10-20 interface screens, each filled with text, buttons 
and other doo-dads. And how exactly should the camera control 
work? What should the middle mouse wheel control? Together, these 
and hundreds of other small decisions comprise the look, feel, and 
polish of the game. It’s easy to make snap decisions, but each of 
these choices will take time initially, plus testing and revisions as the 
game develops, for a polished game. 

Fortunately, several wonderful reference tomes greatly simplify 
about half of my design decisions. My favorite one lately is called 
WarCraft III. For backup, I lean on Age of Mythology, Empire Earth, 
and RollerCoaster Tycoon. We already have to reinvent the wheel on 
the technology front every game, at least we can take a few shortcuts 
on design. The teams at Blizzard, Ensemble, and other top develop- 


ers are very talented and spent a lot of time thinking through design 
details, or at least crib their decisions from someone before them 
who had thought them through. If it worked in WarCraft there’s a 
good chance it’ll work for us. 

Yesterday I was finalizing the hot key assignments for our new 
game. We had been using the old hot keys from Tropico, which were 
in turn a modification of the hot keys from Railroad Tycoon II, which 
in turn were a mishmash of ideas from games released in 1997-8. For 
instance, the F4 key in our previous games had been the key to tog- 
gle full screen/windowed mode. I remember making this assignment 
originally because two different lame Microsoft games (pinball and 
something else I’ve already forgotten) used it to toggle full screen. In 
the software industry, when two Microsoft programs do something 
that same way it constitutes a de-facto standard. 

However, in the five years since, Microsoft’s casual/leisure games 
have faded and first-person shooters have led the design curve on 
multiple fronts, including keyboard controls. They typically use the 
primary function keys for a combination of quick access to interface 
screens and loading/saving. So I reassigned F1 through F5 to inter- 
face controls. F7 and F8 are for quick load/save, and I shunted the 
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full screen toggle down to F9. Also, in. 
keeping with best practices of first-per: 
shooter games, I made all hot keys 
signable via a text file or our in-ga1 
tings window. 7 

In a similar fashion, our camera 
are a blend of those from Black & W. 
WarCraft II, and Age of Mythology. ( 
setup screen bears an eerie resemblai 
the one for Half-Life. And seeing a pi 
video of Age of Mythology’s cool oceé 
shorelines was followed by some furiou: 
coding at PopTop, and lo and behold, ‘ / 
week later we had cool shorelines too, © 
with waves cresting against the beach. 

All savvy game developers monitor the — 
competition, and are “inspired” by the best. 
elements of competitor’s games. In fact, 
this happens in all cultural industries. 
Beatles borrowed from Buddy Holly who 
borrowed from Elvis who borrowed from 
Chuck Berry, who borrowed from... well 
you get the picture. And others do it to us 

as well. The first 
time I saw a screen- 


dd Part of the reason we're holding Off ON SNOWING OUT | shot of Eidos’ recent- 


ly released game 


current game in development (or even announcing what it spine Break, thad 
is) is to avoid being the ‘inspiration’ for any other games 
that will be released in the same timeframe as us. BR 0! Topico. Part of 


to do a double take 
to make sure it was- 


the reason we’re 

holding off on show- 
ing our current game in development (or 
even announcing what it is) is to avoid 
being the “inspiration” for any other 
games that will be released in the same 
timeframe as us. 

Does all this creative borrowing kill 
originality? No. The elements that are bor- 
rowed are almost always implementation 
details: interface, graphic techniques, and 
so on. Our overall game concept is not 
very similar to anything else out there, 
that I’m aware of. When so many others 
have established a successful design path 
to follow on the basics, I’d rather spend 
my design time on innovation in gameplay 
than on radically new camera controls. 

I just added de-odorizing Kitty Litter 
to the game, and now I have to rebal- 
ance everything. @ 
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1OM CHIC 


sticks and stones 


World Exclusive! Now with more! 


Note: Tom Chick is on vacation. This month we bring you an exclu- 
sive preview of PRS2, the new game from Electronic Ubi-Grames, a 
subsidiary of the country of France. 


Lucius Pennyfilcher explains that many players don’t know that 
Paper Rock Scissors was originally a Japanese game. “Over there, 
they called it Roshambo,” he says, “Which I’m pretty sure is 
Japanese for paper rock scissors. I can have someone check on that 
for you.” Pennyfilcher should know. He’s the producer of Paper Rock 
Scissors 2: Sticks and Stone: The Reign of War in the Days of Chaos. 
The first Paper Rock Scissors, a popular freeware game, was 
licensed by Electronic Ubi-Grames. Now PRS2, as it’s commonly 


dd When asked what the team would be working on 
next, Pennyfilcher said they've secured the rights to 


Six-Sided Dice. ‘We're thinking of adding a seventh 
side, he said, ‘out we can’t discuss the details... BP 


called, will add a single player campaign and two new playable sides. 
“In the campaign,” Pennyfilcher explains, “You start out with only 
one side to choose from. | think you get Paper. I can have someone 
check on that for you. And then each time you win a battle, you get 
one of the other ones. Once you’ve unlocked all three of them, then 
we add in the new stuff.” Pennyfilcher says the campaign is designed 
to ease new players into the game without overwhelming them with 
all the units at once. “It’s just like how they did it in WarCraft III.” 

As you can tell from the subtitle, Sticks and Stones: The Reign of War 
in the Days of Chaos, the two new sides are Stick and Stone. “Stick will 
be the most challenging side to play because everything beats it except 
for Paper. It pokes little holes in the Paper, you see,” Pennyfilcher 
explains, jabbing in the air with his index finger to demonstrate. 

He shows some screenshots for Stick. A hand is held with the 
index finger straight out, as if it were pointing. “I don’t know if you 
can tell, but for Stick we used the same model as Scissors, but took 
away the middle finger to give it a new look. We saved a lot on art- 
work by doing it that way, which let us put more work into the AI 
and the network code. Here’s some of the early concept art for 
Stick.” Among the pictures is a fist with the pinky sticking out. “We 
ran that one by some of our fans, but they felt it was too European.” 

The other new playable side is Stone. “Stone is like Rock, but big- 
ger. The backstory is that Rock used to be part of Stone, but there was 


a cosmic cataclysm and Rock split off into a 
rebel faction. You’ll learn all this stuff in 
the cutscenes.” 

When asked how Stone fits into the 
game, Pennyfilcher says “We're still 
tweaking the game balance, but right now 
Stone beats everything. I think it will be 
really popular, especially with new play- 
ers.” But doesn’t this upset game balance? 
“No, no, not really. Besides, we think bal- 
ance is overrated. It’s more important that 
players have fun. Stone is the funnest side 
to play right now.” 

Pennyfilcher was unable to show any 
screenshots of Stone because of an exclu- 
sive deal with another magazine for a 
cover story. He did promise that the Stick 
screenshots were exclusives. “I’m pretty 
sure no one but you guys has 
seen that yet. I can get some- 
one to check on that for you, 
just to be sure.” 

The great thing about the 
first PRS is that it was easy 
to learn but difficult to mas- 
ter. “We're going to retain 
the same great gameplay. 
You can pick up the basic 
rules in five minutes, but it takes a lot 
longer than that to get good enough where 
you can beat people in multiplayer. For 
instance, let’s say your favorite side is 
Scissors. You can throw Scissors and beat 
a Paper opponent every time. But let’s say 
you're playing multiplayer and the other 
guy throws Rock. See what I mean? And 
now there are two more sides to consider. 
I mean, WarCraft III has what, three sides? 
We have five now.” 

When asked what the team would be 
working on next, Pennyfilcher said they’ve 
secured the rights to Six-Sided Dice. 
“We're thinking of adding a seventh side,” 
he said, “but we can’t discuss the details of 
what will be on it. I can give you a hint. 
Think about what comes after six,” he says 
with a mischievous grin. 

Paper Rock Scissors 2: Sticks and Stone: 
The Reign of War in the Days of Chaos 
should hit the shelves by the end of the 
first quarter in 2003. @ 
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Sound Blaster® Audigy” 2 with THX® certification delivers 6.1 surround sound with Unreal® Tournament 2003, Hitman 2: 
Silent Assassin", and over 400 existing EAX* ADVANCED HD™ and DirectSound® 3D games. Distinctly hear enemies 


approaching directly behind you and blow them away before you end up in their crosshairs. Experience 106dB SNR 
clarity and Advanced Resolution” DVD-Audio from multi-channel 24-bit/192kHz DACs and 24-bit ADVANCED HD™ 
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